Source units in four team sports for girls. by Parker, Virginia E
Boston University
OpenBU http://open.bu.edu
Theses & Dissertations Dissertations and Theses (pre-1964)
1955
Source units in four team sports for
girls.
Parker, Virginia E
Boston University
https://hdl.handle.net/2144/8642
Boston University
. 
. r · 
•· 
BOSTON UNIVERSITY 
SCHOOL OF EDUCATION 
Thesis 
SOURCE UNITS IN FOUR 
TEAM SPORTS FOR GIRLS 
Submitted by 
Virginia E. Parker 
(B.S., University of New Hampshire, 1946) 
In Partial Fulfillment of Requirements for 
the Degree of Master of Education 
1955 
Boston Universl~ 1 
So4ool o£ Educat1~ 1 
· Library , 
First Reader: Arthur G. Miller 
Associate Professor of Education 
Second Reader: John M. Harmon 
Professor of Physical Education 
ii 
TABLE OF CONTENTS 
UNIT Page 
I NT RODUCTION • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • • vi 
FIELD HOCKEY • • • • • • • • • • • • • • • • • • • • • • • • • • •• • • • • • 1 
Preliminary Teacher Planning............ 1 
Orientation Pha se . . . . . . . . . . . . . . . . . . . . . . . 5 
History of Field Hockey •• ~......... 
6
5 
Nature of the Game ••••••••••••••••• 
Di ges t of Rules •••••••••••••••••••• 7 
Ter1nino logy • • • • • • • • • • • • • • • • • • • • • • • • 9 
Tips on Position Play and Strategy.. 10 
Laboratory Phase •••••••••••••••••••••••• 13 
Skill Drills ...................... . 
Adapted Games •••••••••••••••••••••• 
Optional Rela ted Activities •••••••• 
Evaluation Phase . . . . . . . . . . . . . . . . . . . . . . . . 
SOCCER 
SkilJ. Tests ....................... . 
Knowledge Test I •..••............•• 
I\nowledge Test I - Answer Key •••••• 
Knowledge Test II ••••••• . •••••••••• 
Knowledge Test II- Answer Key ••••• 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
Pr eliminary Teacher Planning •••••••.•••• 
Orienta tion Phase •........... . . . . . . . . . . . 
History of Soccer •••••••••••••••••• 
Nature of the Game •••••••••••••.••• 
Digest of Rules •••••••••••••••••••• 
Terminology ..•...•............•.... 
Tips on Po s ition Play and Strategy • 
iii 
13 
21 
23 
25 
25 
31 
3h 
35 
39 
4o 
4o 
43 
43 f(. 
!16 
L~7 
UNIT 
Laboratory Phase ••.••••••.••••••••••.••• 
Skill Drills ••••••••••••••••••••••• 
Adapted Games •••••••••••••••••••••• 
Optional Related Activities •••••••• 
Evaluation Phase . . . . . . . . . . . . . . . . . . . . . . . . 
Skill Tests •••••••••••••••••••••••• 
Knowledge Test I ••••••••••••••••••• 
Knowledge Test I- Answer Key ••.••• 
Yillowledge Test II •••••••••••••••••• 
Knowledge Test II- Answer Key ••••• 
BAS1\:ETBALL ••••••••••••••••••••••••••••••••••• 
Preliminary Teacher Planning •••••••••••• 
Orientation Phase ••••••••••••••••••••••• 
Historv of Basketball •••••••••••••• 
Naturev of the Game ••••••••••••••••• 
Digest of Rules •••••••••••.•••••••• 
Terminology •••••••••••••••••••••••• 
Tips on Position Play and Strategy • 
Laboratory Phase ••••••••••••••.•••••••.• 
.Skill Drills . . . . . . . . . . . . . . . . . . . . . . . 
Adapted Ga.mes •••••••••••••••••••••• 
Optional Related Activities •••••••• 
Evaluation Phase . . . . . . . . . . . . . . . . . . . . . . . . 
SOFTBALL 
Skill Tests ....................... . 
Knowledge Test I ••••••••••••••••••• 
Knowledge Test I- Answer Key •••••• 
Knowledge Test II ••••••••••.••••••• 
Knowledge Test II- Answer Key ••••• 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
Preliminary Teacher Planning •••••••••••• 
Orientation Phase ••••••••••••••••••••••• 
History of Baseball and Softball ••• 
Nature of the Game ••••••••••••••••• 
Digest of Rules ••••••••••••.•.••••• 
iv 
Page 
4-9 
4-9 
gr 
63 
63 
67 
70 
71 
74-
75 
75 
80 
80 
81 
82 
85 
86 
88 
88 
101 
106 
109 
109 
116 11 
117 
119 
120 
120 
125 
125 
126 
128 
UNIT 
Terminology ................... · ..•• 
Tips on Position Play and Strategy • 
Laboratory Phase •••••••••••••••••••••••• 
Skill Drills ••••••••.••.••••••••••• 
Adapted Games •••..•.••••••••••••••• 
Optional Related Activities •••••••• 
Evaluation Phase . . . . . . . . . . . . . . . . . . . . . . . . 
APPENDIX 
Skill Tests ••••••••••••••••••••.••• 
Knowledge Test I •••••••••••••••••• ~ 
Knowledge Test I - Ansvver Key •••••• 
Knowledge ·rest II ......••.••.•..•.. 
Knmvledge Test II - Answer Key ••••• 
. . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 
Class Organi zation •••••••••••••••••••••• 
Study Question Card ••••••••••••••••••••• 
Knowledge Test Answer Sheet ••••••••••••• 
v 
Page 
129 
131 
134 
134 
143 
145 
147 
11+7 
149 
152 
153 
157 
158 
158 
159 
160 
INTRODUCTION 
The material included herein consists of source units in 
four team sports for girls, field hockey, soccer, basketball, 
and softball, listed according to school year - fall, winter, 
and spring. They are designed to serve as a guide to the 
instructor in teaching the sports without delving into the 
actual mechanics of the activities. Reference and orientation 
materials, skill drills and game adaptations are gathered to 
give a concise reference for either the beginning or exper-
ienced instructor. 
Each unit is divided into four sections: (l) the prelim-
inary teacher planning; (2) the orientation phase; (3) the 
laboratory or actual teaching phase; and (4) the evaluation 
phase. 
The teacher planning phase is devoted to a listing of 
such items as materials needed for instruction, visual aids 
and where to find them, references for both teacher and pupil, 
and a delimitation of the skills to be taught. 
The delimitation of the skills includes the levels at 
which the various items are usually taught. These levels 
are noted by asterisks, one asterisk shown for a skill taught 
in the first year of instruction, two and three asterisks for 
those taught in the second and third years respectively. 
Levels by grade have been purposely omitted, as some sports 
may be introduced in the seventh grade in some school systems, 
and not until the tenth grade in others. 
The orientation phase has been organized so that it may 
be mimeographed in its entirety and given to the students as 
background material. In lieu of this, teachers are referred 
to the publication by the American Association for Health, 
Physical Education and Recreation, '1Physical Education for 
vi 
High School Students" )J This book is a very good text to 
accompany a physical education program. 
vii 
The laboratory phase gives a limited number of drills 
which may be used to teach the various skills. Leadup games 
and optional related activities are included as additional 
teaching aids. Here again, it must be observed that the 
mat erial given far from exhausts the total possibilities, 
but serves as a ''starting point 11 for the beginning teacher in 
particular. 
The evaluation phase is composed of two parts, a few 
skill tests selected from current literature and knowledge 
tests for the first two levels. 
Little ha s been done in physical education on testing 
the knowledge of students with respect to rules, strategy, 
ru1d background material. The tests with each unit are based 
on the mat erial in the orientation phase and the cur-rent 
rules of t he grune. No test is given for the third level in 
the units, as this would ordinarily be a rules examination. 
Such a test is more accurately constructed by the teacher to 
include current rule changes. 
Each source unit is complete in itself. That is to 
say, no cross references have been made bet\·leen units. 
r~aterial common to two or more units, such as text references, 
has been repeated where needed. Therefore, each unit is a 
fairly complete guide to the instructor of methods and 
materials fo+ teaching a given sport. 
1/American Ass'n for Health, Physical Education and Recreation, 
Physical Education for High School Students, Washington, D. c. 
1954. 
J?IELD HOCKEY 
FIELD HOCKEY 
Preliminary Teacher Planning 
A. General Statement of the Unit. 
Aims: 1. To teach the game of field hockey through 
progressive instruction in its component parts. 
2. To give an understanding and appreciation of 
the game as a whole for recreational and spec-
tator value as well as participant. 
3. To develop physical skills, stamina and other 
attributes of healthful living through outdoor 
activity. 
B. Instructional Naterials. 
1. Field, 45 - 60 yards wide by 85 - 100 yards long . 
2. Gymnasium and/or classroom. 
3. Two goal cages. 
4. One dozen practice balls; 2 - 4 game balls. 
5. Sticks, shinguards and goalkeeper's equipment. 
6. Hockey stick wax. 
7. Paint brushes and quick-drying enamel paint (white). 
8. Steel wool and sandpaper. 
g. Ball drying board. 
10. Adhesive tape. 
11. Skill and kno'to~ledge tests. 
12. Scoresheets and stop-v;atch. 
13. Visual aid materials. 
14. Reference materials. 
15. Colored pinnies. 
c. Delimitation of the Unit. 
1. Individual skills. 
a . Dribble.* 
b. Right and left drives, * 
1 
c. Push pass.* 
d. Flick. **~c 
e. Fielding .. * 
f. Left hand lunge.* 
g. Circular t ackle•** 
h. Straight tackle•* 
i. Left job.*** 
j. Right cut•*** 
k. Right hand lunge.*** 
1. Hand and foot stops.*** 
m. Right hand dodge•* 
n. Left dodge.** 
o. Scoop.** 
p. Reverse sticks•** 
q. Goalkeeping techniques•* 
(1) Hand and foot stops. 
( 2) Clearing • 
( 3) Kicking. 
r. Holl-in technique'!f'• 
2. Team play techniques. 
a. Pair and line passing •* 
b. Bully . * 
c. Penalty corner•** 
d. 25 yard line bully•** 
e. Penalty bully•** 
f. Free hit.* 
3. Relays and leadup games .* 
4. Simplified rules and scoring .* 
5. Position play and tactics.** 
6. Official field hockey.** 
7. Officiating .*** 
8. Skill and knor.-rledge tests.* 
D. Incidental Learning Products. 
Enjoyment of playing ; social contacts and carryover; 
development of ingenuity in out,.,.ri tting opponents; 
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development of respect for rules and officials; the 
formation of good health habits, and the development 
of the ability to time, score and officiate in a game. 
E. Visual Aids. 
1. Charts. 
a. N"SG\iS Sports Technique Charts. 
13 sports including field hockey. ~n. 50 per 
packet. Charts not sold separately. National 
Section for Girls and \':omen's Sports, 1201 
Si xteenth St., N. VJ ., Washington 6, D. c. 
2. Films and F1ilmstrips. 
a . u. s . Field Hockey Association materials• 
No. 1 "Tactics in Offensive and Defensive Play" 
No. 2 "l:)lementary Techniques, Part I" 
No. 3 "Elementary Techniques, Part II" 
Fees: r·1embers - Day $3. 00; \'leek ~>p 7. 50 
Non-members - Day $4.00; Feek !;iilO.OO 
Film loops - for purchase only 
Nine loops and notes 
black and white - ~12.00 
color - ~ 25.00 
Publications 
Rples chart for bulletin board $ .25 
"Know the Game, Hockey 11 , illustrated 
booklet ~ .40. 
b. 11 Field Hockey ''ilmstrips", Yanisch, Dorothy and 
Jean Landis, 1952. 
l!, . References. 
Set of four filmstrips; 35 mm.; sound; color; 
instructor's manual. Price: ~36.50. Available 
from authors, St ate ~L' eachers College, \1iest-
chester, Pa. 
l. Teacher r eferences. 
a . :Meyer, Nargaret and Xarguerite Sch~1arz, r.ream 
Sports for irl omen, '1'1 . B. Saunders Co., Phiia:-
delphia, 1947. 
b. Townsend, Anne B., £ ield Hockey, Chas. Scri b-
ner's Sons, New York , 1936. 
c. Frymir, A. and M. Hillas, Team Sports for Women, 
A. A. Barnes and Co., New York, revised 1942. 
d. Seaton, Don Cash, Safety in Sports, Prentice-Hall 
Inc., New York, 1948. 
e. Pov1dermaker, Therese, Physical Education Play 
Activities for Girls in Junior and Senior High 
Schools, A. s . Barnes and Co., New York, 1938. 
f . Official ]'ield Hockey Guide, National Section 
for Girls and Women's Sports, 1201 Sixteenth St., 
N. v.r ., \vashington 6, D. C. published in alternate 
years. 
g. Scott, N. Gladys and Esther French, Evaluation in 
Physical Education, C. V. Mosby Co., St. Louis, 
1950. 
h. Periodicals (1) Journal of the AAHPER 
(2) Research Quarterly of the fJiliEER 
2. Teacher - pupil references. 
a. Lee, Josephine T., Field Hockey for Girls, A. s . 
Barnes Co., New York, 1942. 
b. Seaton, D. c., Clayton, I., Leibee, H. c. and 
Nessersmith, L., Physical Education Handbook, 
Second Edition, Prentice-Hall, Inc., New York , 
1954. 
c. Physical Education for High School Students, 
American Ass 'n. for Health, Physical .. Education 
and Recreation, 1201 Sixteenth St., 'iashington 
6, D. C. 
d. Official NSGWS Guides. 
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ORI ENTATION PHASE 
HI STORY OF FI ELD HOCPiliY: 
The game of field hockey is thought to be one of the 
oldest games played today. lmcient Greek friezes and Egyp-
tirul hieroglyphics show games of this type being played with 
a s t ick and ball. Other predecessors of the game as it is 
kno\m today are Irish "hurley", Scotch 11 shinty", English 
"hackie" and \1/elsh 11 bandy 11 • As is true of many of our more 
popular modern sports, the development of field hockey may be 
traced from t he British Isles , where today, it i s a major 
spor t for men, but played also by women. 
Hockey \..ras firs t introduced i n thi s country at an exhi bi-
tion game by English players in 1900. The follmving year, 
lilies Const ance Applebee, an Englishwoman, first demonstrated 
t he game a t the Harvard Summer School, then started teaching 
it at various women's colleges. ' ]1rom these beginnings, field 
hockey developed rapidly into a highly popular sport for girls 
and women. 
In 1922, the U. s . Field Hockey As s ociation was formed 
which has continued to conduct clinics and officials ratings 
examinations, and supply technical services to members and 
non-members alike. Of particular interest are the U. S. F. H. A. -
sponsored hockey clubs which provide for play beyond the 
school years . Locations of t hese clubs are given in the 
annual Hockey Guide. 
The formation in 1927 of the Internati onal Federation of 
Homen's Hockey Associations has also helped to spread the 
populari ty of the game t hroughout the world. International 
t ournaments are held in many countries, and the U. S. is repre-
sented by many of its finest players. All such competition 
is s tt•ictly amateur, and the friendly competition and good 
fell owship might well be copi ed by the opposite gender. 
NATURE OF THE GAl·'IE: 
Field Hockey is played by two teams of eleven players 
each. As is also true of soccer, these players consist of 
five for;v-ards, three halfbacks and t~'lo fullbacks, all backed 
up by a goalkeeper. Each player is provided ~'lith a short, 
curved hockey stick, flat on one side only. This flat surface 
is the only part which may strike the ball. l'or protection, 
all players are provided id th shinguards, those of t he goal-
keeper being full length, ankle to t high. In addition she 
wears heavy, box-toed shoes, for she is the only person on the 
team who is allo·wed to use her feet to play the ball. The 
ball is very hard., slightly larger than a baseball, covered 
with leather and painted white. 
Hockey is played on a field about the size of a football 
field being 46 to 60 yards wide and 85 to 100 yards long , 
depEmding upon the age and skill of the players. The goal 
cages, placed at either end, are 16 feet wide and 7 feet high. 
The tops of the posts are joined by a crossbar; the back is 
usually fre~ed and covered with heavy cord netting. 
The object of the game is to send the ball into one's 
opponents goal cage, having hit it from within the striking 
circle, a 15 yard semicircle in front of the goal. Each goal 
counts one point. 
The adult ga~e is played in two periods of 30 minutes 
each, although for younger girls, this time is shortened con-
siderably. No timeout is allowed except in case of injury or 
a broken stick . It is interesting to note that being "winded" 
is not considered an injury. This, then, makes the game a 
virtual marathon and demands a high degree of endurance. 
Poss ession of the ball constantly changes 'qhich makes for a 
most exciting game, both for the spectators and for the par-
ticipants. 
DIG~.!>ST OF RULES: 
1. Time of game. 
a. Two 30 minute period.s; may be shortened to 25, 
20 or 15 minutes, depending upon the age, skill 
ru1d physical condition of the players. 
b. Intermission of 5 to 10 minutes between halves. 
2. Playing techniques. 
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a. The ball may be moved about the field by hitting 
it with the flat side of the stick. No left 
handed sticks are allowed. 
b. The ball may not be hit so as to - rise in the air, 
nor may it bounce off any part of a players body. 
c. The goalkeeper is allowed to kick the ball. 
d. The game is started by a bully on the 50 yard line 
between the two opposing center forwards. This 
procedure is also used following a goal. 
e. Before a bully begins, the players of each team 
must be lined up in positions closer to their own 
goal than the ball is. 
3. Out of bounds. 
a. If the ball is knocked out over the sidelines, a 
player of t he opposite team rolls it in. In so 
doing, she must have her feet and sticks wholly 
off the field, and must throw the ball so that it 
hits the ground within one yard. No other player 
may stand within 5 yards of the person taking the 
roll-in. 
b. If the attackers hit the ball over the end line, 
not between the goalposts, a bully is taken on the 
25 yard line opposite the spot where the ball went 
out. 
c. If the defense hits the ball out over the end 
line, not between the goalposts, a corner is 
awarded to the attack. 
d. If the defense accidently hits the ball into the 
goal, it counts one point for the attack, provid-
ing the attackers have played the ball within the 
striking circle. 
4. Fouls. 
a. Raising the stick above the shoulder. 
b. Causing the ball to rise dangerously in the air. 
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c. Advancing the ball from the body. 
d. Blocking an opponent from the ball with the body. 
e. Playing without stick in hand. 
f. Hitting the ball between one's own feet. 
g . Holding or hooking an opponent's stick. 
h. Personal contact. 
i. Delaying the game. 
j. Defense hitting ball out intentionally over the 
end line. 
k. Playing the ball from an offside position. 
ALLE.Y 
PENALTY 
CORNER-+ 
MARK 
STRIKING 
(;IRCLE. 
5. Penalties. 
25 YD. 
L.INE 
~ 
1£)( OJ. 
~ 
SOYO 
LINE 
Z5YD. 
LINE 
I~ 
I~ 
I~ 
I~ 
I~ 
85-tOOVD. 
a. For a foul outside the circles, the opposing team 
is awarded a free hit at the spot where the foul 
occurred. 
b. For a foul inside the circles by the attacking 
team, the defense is awarded a free hit from any 
point within the circle. 
c. For a foul within the circles by the defense, the 
attackers are awarded a long corner, short corner 
or penalty bully, depending upon the circumstances 
of the foul. 
6. Substitutions. 
a . Substitutes may enter the game only at half time 
or when a player is injured or disqualified. 
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b. A substitute may enter the game only after re-
porting to the scorers and being recognized by 
t he proper umpire. 
c. If a player has been removed from the game for 
any reason, she may not re-enter it. 
TERivii liTOLOGY: 
1. Advancing 
2. Attackers 
3. Bully 
4. Clear 
5. Corner 
6. Defense 
7. Dribble 
8. Free hit 
9. Lunge 
10. Harking 
11. Obstruction 
12. Offense 
13. Offside 
- allowing the ball to bounce off any-
part of the body to the player's 
advantage. 
- the team in possession of the ball. 
- a means of starting the game, restart-
ing after a score, or between two 
opponents who have hit the ball out of 
bounds. 
- hard drives by the defensive players 
to the sides of the field away from 
the goal cage. 
- the penalty for most fouls by the 
defense within the striking circle. 
- the team which does nQ1 have possess-
ion of the ball. 
- a short tapping stroke used by one 
player to carry the ball along the 
field. 
- an unopposed drive given for fouls 
occurring outside of the striking 
circles, and given to. the defense 
when an attacker fouls within the 
circle. 
- a type of tackle used when the ball 
carrier and the tackler are moving in 
the same direction. 
- staying close to an opponent to inter-
cept pas ses to her or to be ready for 
an immediate tackle. 
- blocking an opponent from the ball by 
getting any part of the body in the 
way; a foul. 
- the attacking team. 
- a foul occurring when a forward re-
ceives and plays the ball from a 
position in which less than three 
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defense players are between her and 
the goal, unless she is in her own 
half of the field. 
14. Penalty bully - a bully taken 5 yards in front of the 
center of the goal line between a 
defense player and an opponent. This 
is given for a defensive foul which 
prevents a goal. 
15. Roll-in 
16. Rushing 
17. Scoop 
18. Sticks 
19. Tackle 
20. Undercut 
- a means of re-starting play when the 
ball has been hit out over the side-
line. 
- a steady, pressing attack on the goal 
by the forwards. 
- a dodge executed by causing the ball 
to rise very slightly in the air 
enough to pass over an opponent's 
stick. 
- raising the stick above the shoulder; 
a foul. 
- taking the ball away from an opponent. 
- causing the ball to rise high enough 
in the air so as to endanger other 
players; a foul usually committed by 
laying the blade of the stick back on 
the drive. 
TIPS ON POSITION PLAY .Alill STfu~TEGY! 
Field hockey is one of the fastest games played by girls. 
Because t here are no timeouts, it calls for a great deal of 
speed, agility and endurance. As in all team games, the suc-
cessful team is that which has mastered the fundamentals of 
stickwork to the point where their concentration is entirely 
upon outwitting their opponents. The successful team functions 
as a unit, each player performing her assigned tasks without 
regard for personal glory. Spectators can easily pick out a 
team that plays well together, and the players themselves can 
often 11 feel" when the gaJne is going smoothly. 
Players in the for-vrard line, wings, inners and centers, 
must be extremely agile, masters of s ticlnwrk and quick to 
pick out weaknesses in the opponent's defense. They learn to 
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pass equally well to both sides, as a long pass to the oppo-
site half of the field often disorganizes the defense. The 
forwards do most of the scoring, yet concentrate upon frequent 
passing and a steady attack on the goal rather than being con-
cerned with personal point totals. 
The three halfbacks must have the most stamina on the team 
for their portion of the field extends from their ow~ goal 
line to the opponent's striking circle. vihen their own for-
wards have the ball, they follow closely behind to tackle 
immediately should the defense succeed in taking the ball. In 
such a case, the halfbacks switch to defense players. \vi th a 
breakthrough by the attackers, the halfbacks will need to 
sprint down the entire field to cover their own goal area. 
TheBe players need to be able to pass hard and accurately, for 
they rarely dribble. They must be quick to spot at a glance 
holes in the opposing team's formations through which to drive 
the ball to their team-mates. On the defensive, they must be 
able to mark and cover well and tackle well and quickly. 
1l'he fullbacks cover the field from their own goal up to 
the far 25 yard line. The more experienced the players, the 
more field they cover, with one usually remaining near her 
o1m goal as the other roves. Fullbacks are strictly defensive 
players who rarely, if ever, dribble the ball but concentrate 
on fast tackles and hard drives to the sides of the field, 
clearing the ball a1vay from the goal area. These players 
mark their opposing players closely within the circle and 
learn to anticipate the movements of the attackers. As play 
nears the goal, the backs must be careful not to obstruct the 
view of their goalkeeper. 
The goalkeeper is the last line of defense. For this 
reason, she is given extra body protection and is allowed to 
kick the ball. A good goalkeeper learns to guard the cage in 
different positions, depending upon the angle at which the 
ball is approaching. She fields quickly and well, always 
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clearing the ball to the sides of the field. If a forward 
breaks through the backs and approaches alone, the goal-
keeper runs out to attack instead of vrai ting for the shot. 
She learns to keep her head under a steady, prolonged attack 
and has the courage to face hard shots. She usually feels 
badly when a goal is scored against her, but should remember 
that she was not the only member of the team that missed. 
Laboratory Phase 
Core Activities: 
This portion of t he unit is devoted to the drills and 
game adaptations that may be used to teach the specific 
skills as given in the delimitation. 
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The diagrams used in presenting the suggested drills 
apply only to one squad, it being assumed that each class 
will be divided into several such groups. ·rhe symbols below 
are used to denote the progress of the players and the ball. 
X or 0 = player; ~ = path of player; ___ ,._=path of dribbled 
ball;~= path of driven ball. 
A. Skill drills. 
1. Dribble• 
a. Use• 
(1) To maintain possession of the ball while 
running. 
b. Drills• 
(1) Shuttle formations of squads. First player 
in line dribbles across the open space and 
leaves ball for first in the opposite line. 
(2) Single column formation. Dribble around 
marker and return. Good drill for practicing 
the right turn or circular t ackle form. 
(3) Single column formation. Zig zag through 
markers. Return ball by drive from end of 
course. Good for control or as relay race. 
X X X X 
........ ------------------------------
c. 
d. 
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'D • 
.1: rogr ess1on. 
(1) Demonstrate and explain. 
(2) Dribble in a straight line at a vTalk; 
dribble a t top speed. 
( 3 ) Dribble and pass. 
( 4) Receive pass from side and dribble; r eceive, 
dribble and pass or shoot. 
(5) Dribble in a circle. 
Tips on dribbling . 
(1) Use wrist motion rather than full ar m swing. 
(2) Keep the ball close , slightly ahead and out-
side of the right foot. 
( 3 ) Look up , locat e teammates and opponents before 
passing . 
2 . Fielding and Driving the ball. 
a . Use . 
(1) Drive - to pass to a teammate; t o shoot for a 
goal; to t ake a f r ee hit or clear the goal. 
( 2) J!lielding - to stop a rolling ball. 
b. Drills. 
(1) Single columns f acing each other. Drive to 
opposites. Combine i·l'i th fielding . Increase 
di s t ance g·r adually up to 25 yar ds. 
)C X X JC X~ 0 0 0 o o 
(2) Single column formation; dri ve to goal or tar-
get for accu;r-acy. h epeat with dribble preced-
ing drive. Drive f rom various angles of ap-
proach to goal. 
X )( X. X X 
( 3 ) Field with hand; s t ep back while teammate 
drives, as on a corner hit. For advanced 
players. 
c. Progression. 
(1) Demonstrate and explain. 
(2) Drive for s.ccuracy and good fielding technique. 
(3) Drive for accuracy and distance. 
(4) Dribble and drive; strive for accur acy, t hen 
distance. 
(5) Drive to the right; stationary, t hen on the run. 
............ -------------------------
( 6) li'ield oncoming balls from various angles; 
change direction with a drive. 
d. Tips on drivi ng and fielding . 
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(1) On the drive, keep the hands together on 
top of the stick for more leverage, power 
and freedom of motion. 
(2) Get the body weight behind the drive by step-
ping in the desired direction during the stroke. 
(3) Keep the eyes on the ball; avoid "sticks". 
(4) In fielding , watch the ball until it is actual-
ly on the stick. 
(5) I n foot fielding, keep t he heel on the ground 
to trap the ball and prevent "advancing 11 • 
3. Passing . 
a. Use. 
(1) To send the ball to a teammate. 
(2) To shoot for a goal. 
b. Drills. 
(1) Double column formation, lines facing in oppo-
site directions. Pass back and forth. Useful 
for push pass and flick. 
!'4\ : : 
(2) Single column formation. Pl ayers lined up on 
sideline, 5 yards from end line and parallel 
to it. Dribble and pass into t he goal. To 
increase demand for accuracy, block off half 
the goal. lx x x _ ----~ 
(3) Scooping. Single column formation, an obsta-
cle in front of each line. Player dribbles, 
scoops over obstacle, turns to right and 
passes to next in line. 
lG 
( 4) Five parallel columns on end line, facing 
downfield. First players in each column run 
downfield as a forward line, passing and drib-
bling. Increase speed gradually. Add defense 
players for opposition. 
(5) 
>t X =-=- __,. .___ ----+ ~ 
X )( ~\.._~ ---+- ~ -
Jl .)( --+ ~ ..._. __ - '""\. . ~ 
JC )( ~ ~ ____.. ~ .___. 
xx~ ~ ~~ 
Pair passing. Double column formation. First 
two players run and dribble, passing between 
spaces made by obstacles. 
X---:{ A :.'~ ___ , ~ 
+\ ----~~1~ \ ~~ X ___ _,. ---~ 
c. Progression. 
(1) Demonstrate and explain each t ype of pa.ss. 
( 2) Practice from sta.tiona.ry position. 
(3) Dribble and pa.ss. 
(4) Dribble and shoot for goal. 
(5) Dribble and avoid an oncoming opponent with 
a pass. 
d. Tips on passing . 
(1) Look up before passing , but watch the ball as 
you hit it. 
(2) Pass farther ahead of a player receiving from 
the left than to one receiving from the right. 
( 3) Pass through ~paces rather than directly to a 
teammate. 
( 4) Run to meet a pass, but do not follo·w your own. 
(5) Practice passing at top speed for accuracy. 
( 6) A fonmrd should usually draw an opponent to-
vTard her before passing. Conversely, a back 
should pass immediately after getting the ball 
before her own forv;ar ds are marked. 
4. Tackling. 
a. Use. 
( l) To take the ball a-vmy from an opponent. 
(2) To spoil or hurry opponent's shots. 
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(3) To prevent a ball from going out of bounds. 
b. Drills. 
(1) Partners or opposite columns. Advance and 
tackle opposite player who is in dribbling 
position with the ball. Gradually increase 
speed. Players arranged in correct positions 
for type of tackle being taught. 
v-..,.~ T A---~, 4( • __ ... 
(2) Five forwards abreast carrying the ball as in 
forward line play. Five tacklers oppose them 
trying to gain control of the ball v;hile for-
Hards try to evade them with passes. 
c. Progression. 
(1) Demonstrate and explain each type of tackle. 
(2) Practice tackling form without the ball. 
(3) Practice the tackle with a stationary ball. 
(4) Practice the t ackle on a player dribbling 
slowly, then on pl ayer dribbling at top speed. 
d. Tips on t ackling . 
(1) Play the ball and not the opponent. 
(2) Keep the body and stick away from the oppo-
nent; avoid "sticksu and "obstruction11 • 
(3) Practice the various t ackles thoroughly so 
that the proper type will be used automat-
ically when the situation demands it. 
(4) Don't hesitate to t ackle. You may at least 
spoil or hurry your opponent's shot so that a 
covering teammate can get the ball. 
(5) P~ter making a successf~u t ackle, pass i mme-
diately before the opponent tackles back. 
(6) St ay with it! If the first tackle fails, try 
again. 
5 • . Dodges. 
a. Use. 
(1) To avoid an opponent about to tackle -v1hile 
retaining possession of the ball. 
b. Drills. 
(1) Ha~e the players first practice the various 
types of dodges around stationary opponents; 
then have the opponents advance to t ackle, 
slowly at first, then faster. 
I}~ 18 ~J fj tf X ~' 0 
le!-t 0 non-stick reverse 
side dodge dodge sticks 
c. Progression. 
(1) Demonstrate and explain each type of dodge. 
(2) Practice with stationary opponents. 
(3) Pr actice with opponents t ackling. 
d. Tips of dodging. 
· (1) A pass is usually more desirable t han a dodge. 
(2) Dra~.; the opponent in before dodging, but don't 
wait too long . 
(3) Hit the ball lightly, so that it may be recov-
ered quickly. 
(4) Hockey is a team sport; continuous use of the 
dodge promotes individual play. 
6. Goalkeeping techniques. 
a. Use. 
(1) To prevent opponents from scoring. 
(2) To clear the 'ball away from in front of the 
cage. 
b. Drills. 
(1) Have potential goalkeepers practice stopping 
balls sent to the cage by other players prac-
ticing their push passes, drives, etc. 
(2) Goalkeepers practice hand and foot stops for 
balls driven from various distances out into 
the striking circle.. Include scooped balls. 
For this drill, the goalkeepers should not 
have their sticks in hand . 
(3) Use the preceding drill, having goalkeepers 
stop and clear with the stick, stop with the 
hand or foot and clear with the stick; stop 
with the hand or foot and clear with a kick. 
(4) Goalkeepers should learn the area of the cage 
to be guarded when the ball comes in from dif-
ferent angles of approach. Practice all types 
of stops and clears against opponents coming 
in from various angles. 
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c. Progression. 
(1) Demonstrate and explain various types of stops 
and clears. 
(2) Practice the stops and clears with stationary 
opponents driving the ball from the edges of 
the striking circle. 
(3) Have the opponents dribble in ru~d shoot; 
dribble in in pairs, pass and shoot. 
(4) Explain angles of approach and positions to 
assume in defending cage. 
(5) Defend against the above approaches. 
(6) Practice penalty bully procedure. 
d. Tips on goalkeeping. 
(1) Clear to the side after s topping the ball. 
(2) Use the hand for stopping high balls. 
( 3 ) Take a position slightly in front of t he goal 
line, dependent upon the angle at w·hich the 
ball is approaching. 
(4) If the fullbacks are bypassed, advance to 
meet the attacking for-v1ard r ather than wait-
ing for the shot. 
7. Roll-in technique. 
a. Use. 
(1) To put the ball in play after it has gone out 
of bounds over the side line. 
b. Drills. 
(1) Have the players t ake positions along the side-
lines, and practice roll-ins to partners stand-
ing on the alley lines. Use long rolls up the 
alley, and short quick rolls straight across. 
c. Progression. 
(1) Demonstrate and explain. 
(2) Pr actice roll-in for distance; use left hand 
rolls also. 
( 3) Practice roll-in for accuracy as well as 
distance. 
(4) Practice short roll-ins. 
(5) Use deceptive roll-ins. 
d. Tips on roll-ins. 
(1) Keep the hand close to the ground when re-
leasing the ball to prevent bouncing. 
20 
(2) Keep the stick in your hand; feet and stick 
out of the alley. 
(3) Don't utelegraph" the direction of your roll-
in; vary the direction. 
(4) Take each roll-in as quickly as possible. 
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B. Adapted games. 
1. Skill relay races. 
a. Dribble around object and return 
b. Zi g zag dribble through obstacles as in drill. 
c. Dribble around a circle of players. Give the 
ball to the person on your right. 
d. Drive into an overturned bucket, or at a scaled 
and scored target. 
e. Scoop through a hoop or tire. 
2. Line hockey. 
a. Arrange players into two equal teams, each team 
on a line as shown in the diagram below. Players 
on each team are numbered consecutively. A ball 
is placed in the center of the space between the 
teams. 
1 2 3 4 5 6 
o ball 
1 2 3 4 5 6 
The leader calls out a number as 111rumber 5". 
The number 5 player from each team comes to the 
ball, bullies, and tries to knock the ball over 
her opponent's line. Side lines players may not 
cross over the line but may play the ball when it 
can be reached to pass to her teammate or drive at 
the opposite line. Score one point each time the 
ball crosses the opponent's line. 
3. Seven player hockey. 
a. Use• 
For limited space or for small groups. \i ith a 
large play area and large groups, two or more 
games may go on at the same time. Stress attack-
ing and scoring rather than defensive play. 
b. Players• 
Three forwards, three halfbacks and one roving 
fullback who has goalkeeper's privileges within 
the striking circle. 
c. Field· 
50 to 75 yards long by 34 to 40 yards wide. Alleys, 
striking circle and 25 yard lines at regulation 
hockey measurements. 
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d. Goals. 
Two posts about 5 feet in height, each set two 
yards from the center of the goal line. A 36 
inch solid board is set securely in the middle 
of the goal area to block the center section, 
requiring corner shots. 
e. Scoring. 
One point for each goal. If the ball hits the 
center barrier it is declared an out-of-bounds 
ball, and played with a roll-in from the side-
lines. 
f. Fouls. 
Played as in regulation hockey, with one exception. 
When the defenders hit the ball out over the end 
line or if an attacker scores from outside the 
striking circle by way of an 11 assist" from a de-
fender, it shall be a penalty corner. No long 
corners are awarded. 
g. Offside. 
Pollow the regulation rules, except that a player 
is offside if only two of her opponents are nearer 
their ovm goal line than she is when she plays the 
ball. 
4. Indoor hockey. 
a. Equipment. 
b. 
Cover balls with flannel or use a fleece "mush-
ball". The sticks may be lvrapped with cloth 
strips or by using a piece of bicycle inner tube 
as a 11 sleeve 11 • Old sticks l'Thich are liberally 
wrapped with electrician's tape might also be 
used. 
Play 
(1) 
( 2) 
in gymnasium. 
Use line hockey 
Official hockey 
as previously described. 
with adaptations. 
The foul circle forms the striking 
circle. 
The goal is formed where the free throw 
lanes meet the end lines. 
Emphasize the use of push passes and 
flicks rather than hard drives. 
If the side walls of the court are close 
to the side lines, keep the ball in play 
if it rebounds. A faster game results. 
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c. Optional related activities. 
1. Bulletin board activities. 
a. 3 by 5 inch cards showing player positions for 
the center bully, penalty corner, roll-ins, etc. 
b. Charts of pupil progress in learning skills; 
results of skill and knowledge tests. 
c. rsmJS hockey technique chart. 
d. Have the students bring in pictures and articl es 
from current periodicals about field hockey. 
2. JYiagnetic board and boxed model field. 
a. A magnetic board is more useful than a black-
board, as it may be used for many sports by 
drawing in the appropriate court or field mark-
ings. I'-Iagnetized blocks or figurines to repre-
sent the players may be moved at will. 
b. A model playing field may be constructed from a 
large cardboard box, as a suit box. The appro-
priate lines may be drawn and players represented 
by figurines made of pipe cleaners, or chessmen. 
A ping pong table may also be used. 
3. The instructor compiles a series of cards, each card 
giving four or five questions about hockey which may 
be answered from the rulebook or a sports textbook. 
If a student is unable to participate in the activity 
for the day, ~ara~~rpro:b..l.e. i she 
is given one of these cards and must write out and 
learn the answers during the period. The cards are 
numbered and the instructor keeps a record of them as 
used to prevent repetition. A sample card is given 
in the appendix. 
4. The instructor composes a card file, each card having 
one question on the rules of hockey, and the reference 
in the rulebook to answer it. Class members each take 
a card, and answer it before the group. If the answer 
is wrong or questionable the player looks it up in the 
rulebook and s tates the correction. Discussion may 
follow. 
Exchanging the cards through several sessiom gives all 
players an opportunity to learn many rules that may 
escape them in play. This activity is especially use-
ful with advanced players in teaching them to offic-
iate. 
5. Have a student prepare a short talk for a rainy day on 
the history of field hockey. 
6. If there is adult hockey team activity in the area, 
arrange to have a member come in for a talk or make 
arrangements for interested school players to attend 
a match. 
7. Have a student thoroughly prepare to teach one or two 
skills and then assist with a beginner group. 
8. Have a student assist in umpiring in class. iuso have 
student timers and scorers who prepare t heir own score 
sheets. 
9. Have students officiate, time and score the intramural 
games. 
Ball Control Test.11 
Equipment: 
Evaluation Phase 
Skill Tests 
Hockey stick for each player. 
Stopwatch and scoresheets. 
One or two balls. 
Two high jump standards with round bases. 
Field Narkings: 
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In the field diagram, the X's at A and Bare formed by 
one foot lines perpendicular to each other. The intersection 
of the lines marks the position of the middle of the high 
jump s tandards. 
Test: 
I . A B 
zlo' ---•FOUL-~INE ~~ '~~I.N\."""'~~io141"111111'W"i~VV"""'....,_""'...vl...v\AA{/ 
START 
RESTRAINING 
LINE 
The player being tested s tands behind the starting line. 
The ball is placed on the line at any point to the left of 
the foul line. At the signal 11 Ready! Go!", the player drib-
bles forward to the left of and par allel to the foul line. 
As soon as the restraining line is r eached, the ball is sent 
from the left side of t he foul line to the right of the first 
obstacle. The player runs to the left of the obstacle and 
recovers the ball. She then executes a turn to the right 
l/Scott, 1•1 . Gl adys and Esther French, Evaluat i on in Physical 
Education, c. V. Nosby Co., St. Louis, 1950, pp. 88-92. 
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around the second obstacle, still keeping control of the 
ball. As soon as possibl.e after the turn, the ball is driven 
to the starting line. If the drive is not hard enough to 
reach the starting line, the player must follow it up and 
drive again. Six trials are allowed. Alternate players to 
avoid fatigue. Factors tested here are the dodge, circular 
tackle and the drive lvith ball control. 
Scoring: 
Take the time for a trial from 11 go" until the ball again 
crosses the starting line. The score for the test is the 
average of the six trials. 
J!'ouls: 
The trial does not count if the ball or player crosses 
the foul line before reaching the restraining line. It is 
also a foul in executing the dodge, if the ball is not sent 
from the left of the foul line. 
Goalshooting Test - Straight, Right and Left.ll 
Target: 
The target is made of thick, hard wood, 9 inches wide by 
12 feel long and at least one-half inch thick. The length is 
divided into 11 even sections, each 13 inches wide. 'l'he 
sections alternate in black and white with numerals of the 
opposite color in each as shown in the diagram. 
The base of the target is made of t inch board, 12 feet in 
length and 3t inches in width. It is nailed to the bottom of 
the target to extend at least 2-} inches behind it for support. 
Spikes, pegs or icepicks may be put through hol.es in the base 
l/Ibid., pp. 92-96. 
to keep the entire structure upright. 
E'i eld r.rarkings: 
a. Starting line 6t feet long. 
b. Rectangle 11 feet by 6t feet wide, 15 feet from 
start. 
c. Target lines. 
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center target line 12 feet long, parallel to and 
60 feet from starting line. 
right inner line 12 feet long, 45 degrees from 
point A to the left. 
left in11er line 12 feet long, 45 degrees from 
point A to the right. 
d. Place target on the specified line for the test in 
each position. 
Testing Procedure: 
a. Drive from center position. The player stands behind 
the starting line with the ball on the line. On 
"Ready! Go! 11 , the ball is dribbled to the rectangle 
from within which area it must be driven toward the 
board. · Repeat for 10 trials. 
b. Take 10 trials each with the target on the right and 
left inner target lines. 
Scoring: 
The score is the time elapsed from the signal "go" until 
the ball strikes the target. The score for the entire test 
is the sum of the bvo best odd-numbered trials and the sum of 
the two best even-numbered trials made from each of the three 
positions. T-scores for both tests are listed in the soucr·ce 
text by Scott & I<1rench. 
The score counts if the ball bounces over the top of the 
target. In this case, the time is taken the instant the ball 
clears the target. 
The score is zero if the ball is not driven from within 
the rectangle, if' the ball misses the target at either end or 
fails to reach the target. 
The attempt is not counted as a trial if 11 sticks" are made 
or if the player raises the ball so that it fails to touch the 
ground before passing over the target. 
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FI ELD HOCKEY 
TEST I 
PART ONE : CO:fvlPLETION 
Directions: In the spaces provided on your answer sheet, 
write the answers to the following quest i ons. 
No long answers are needed. For the di agram, 
write t he name of the line on t he hockey field 
which is marked by each nurnber. 
1. itlhat country has contributed the most to1-Tard the develop-
ment of modern field hockey? 
2. Who was the first hockey instructor in the U. S.? 
3. :t-1embers of what nationwide group examine officials and 
conduct hockey clinics'? 
4. How l ar ge is a hockey field? Length? Width? 
5. How is the game scored? 
PART TWO: IvlULTIPLE CHOICE 
Directions: In the space provided on the answer sheet, print 
the letter of the phrase which best answers the 
question or completes the sentence. 
11. When the ball is hit high enough into the air to endanger 
the players, it is called -
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a. a scoop. 
b. obstruction. 
c. hooking. 
d. undercut. 
e. flick. 
12. For what is the dribble used? 
a. to shoot for the goal. 
b. to carry the ball downfield. 
c. to take a free hit. 
d. to start play after the half-time intermission. 
e. to pass to a teammate. 
13. The game is started with a -
a. free hit for the visiting team. 
b. corner hit for the visiting team. 
I 
c. 25 yard line bully by the centers. 
d. roll-in from the referee. 
e. center bully on the 50 yard line. 
14. '1qhich of the following is a privilege given only to 
the goalkeeper? 
a. undercut. 
b. throwing the ball. 
c. advancing. 
d. scooping. 
e. penalty bully. 
15. Which of the following strokes is not a type of t ackle? 
16. 
a. flick. 
b. 
c. 
d. 
e. 
The 
a. 
b. 
c. 
d. 
e. 
straight tackle. 
job. 
cut. 
left lunge. 
length of an official adult hockey game is -
four 10 minute periods. 
four 15 minute periods. 
three 20 minute periods. 
t wo 30 minute periods. 
t wo 20 minute periods. 
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17. 'ifhich of the following arrangements shows the usual 
lineup of team members at the start of a game? 
a. 6 forwards,2 halfbacks,2 fullbacks,l goalkeeper. 
b. 5 forwards,3 halfbacks,2 fullbacks,l goalkeeper. 
c. 4 forwards,4 halfbacks,2 fullbacks,l goalkeeper. 
d. 4 forwards,3 halfbacks,3 fullbacks,l goalkeeper. 
e. 5 forwards,2 halfbacks,3 fullbacks,l goalkeeper. 
18. A roll-in is awarded the Red team when -
a. the Blue team fouls. 
b. the Blue team hits the ball out over the end l ine. 
c. one Red player and one Blue player both hit the 
ball out over the side line. 
d. the Blue team scores a goai. 
e. the Blue team hits the ball out over the side line. 
19. If the attacking team commits a foul within the strik-
ing circle, what happens'? 
a. Center bully on the 25 yard line. 
b. ~he defense is awarded a free hit on the 25 yard 
line. 
c. The defense is awarded a free hit from anywhere 
within the striking circle. 
d. A penalty bully is called. 
e. A penalty corner is called. 
20. iJlhen the Red left inner has possession of the ball, 
the Blue right halfback marks the -
a. Red left wing. 
b. Red center forward. 
c. Blue center halfback. 
d. Red left halfback. 
e. Red left inner. 
PAHT THREE : IVl.ATCHING 
Directions: In column A are words with which you should be 
familiar. In column B are phrases which identify, 
define or describe these words. In the space pro-
vided on your answer sheet, print the letter of 
the phrase in column B which is most closely asso-
ciated with each numbered word in column A. 
Column A 
21 penalty bully mark 
22. triangular pass 
23. alley 
24. defense 
25. sticks 
A~ 
B. 
c. 
D. 
E. 
F. 
G. 
H. 
I. 
Column B 
type of tackle 
33a 
raising the stick over the should-
er 
used for a very serious defensive 
foul 
hooking the opponent's stick 
wing position 
in center of the field 
team without the ball 
a t wo-player dodge 
team with the ball 
FI ELD HOCKEY 
TEST I 
ANS1t/ER KEY 
PART ONE: COIVfPLETION 
1. England. 
2. Constance Applebee• 
3. u.s. Field Hockey Association. 
4. 45-60 feet wide by 85-100 feet long. 
5. one point per goal• 
6. alley line • 
7. penalty corner mark • 
8. striking circle • 
9. 50 yard line • 
10. penalty bully mark• 
PJU1T TV/0: r·LULTIPLE CHOICE 
11. D 
12. B 
13. E 
14. c 
15. A 
16. D 
17. B 
18. E 
19. c 
20. E 
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PART THREE: HATCHING 
21. c 
22. H 
23. E 
24. G 
25. B 
FTELD HOCKEY 
TEST II 
P~~T ONE: COMPLETION 
Directions: Of the following items, some are direct questions 
and some are incomplete sentences. I n the space 
provided on your answer sheet, write the word or 
words ·which best answer the questions or complete 
the sentences. No long answers are needed. 
1. Why must the offensive team be concerned l'Ti th the striking 
circle? 
2. 
4. 
s. 
6. 
8 . 
9. 
'tlhen may "time-out" be called? 
~·Jhat type of penalty is awarded when the defensive team 
sends the ball out over the end line? 
Differentiate between marking and covering. 
When is the triangular pass used? 
Placing any part of one's body between an opponent and the 
ball results in----------------------------· 
On a bully, free hit or roll-in, all players must remain 
at a distance of until the ball ~as been 
put in play again. 
A defens ive foul which results in a goal being mi s sed is 
penalized by • 
If a player taking a roll-in drops her stick completely, 
the result is • 
10. A 25 yard line wing bully is called when -------------· 
PART TviO: 1'-IULTIPLE CHOICE 
Directions: In the space provided on your answer sheet, print 
the letter of the phrase which best completes the 
sentence or answers the question. 
11. According to the rules, t he proper lineup for a penalty 
corner is -
a. ball on end line, five yards in from corner of field; 
defending backs on goal line; offensive team on the 
striking circle. 
b. ball on end line, 15 yards from goalpost; defensive 
team on goal line, of fensive terun on 25 ya rd line. 
c. ball ten yards from goal post on end line; six members 
of the defensive team on the goal line; offensive for-
wards on striking circle. 
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d. ball on end line, ten yards from goal post; eight 
defensive players on goal line; offensive team on 
25 yard line. 
e. ball at corner of field; defensive backfield on goal 
line, offensive forwards on striking circle. 
12. The Blue center forward hits the ball toward the Red goal 
from the 25 yard line. The ball glances off the stick of 
the Red goalkeeper and goes into the goal. The result is -
a. one point for the Blue team. 
b. penalt y corner for Red team. 
c. a long corner. 
d. a 25 yard line center bully. 
e. free hit for Red team. 
13. irJhen the Red team is attacking inside the circle , a Blue 
fullback accidently knocks the ball out over t he end line, 
not betw·een the goal posts . The result is -
a . long corner for Red team. 
b. penalty corner for Red team. 
c. penalty bully. 
d. free hit for Blue team. 
e. inner bully at 25 yard line. 
14. A goalkeeper's positi on in the cage is governed by the -
15. 
a. speed of the ball . 
b. 
c. 
d. 
e. 
In 
a. 
b. 
c. 
d. 
e. 
speed of the attacker carrying the ball. 
position of her own backs. 
angle of approach of the ball. 
score and remaining time. 
taking a corner hit , no drive for goal may occur ur1til -
the defense has played the ball. 
the ball has been stopped dead by the attack. 
the ball has been stopped, not necessaril y motionless , 
by the s.ttack. 
the defensive forwards have left the striking circle. 
the attacking forwards have played the ball. 
l~. If a Red center forward outdistances the Blue center half-
back -
a. the Blue RHB marks the Red CF. 
b. the Blue LHB marks the Red CF. 
............ -------------------------------
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c. the Blue LF marks the Red CF. 
d. the Blue RD marks the Red OF. 
e. all Blue backs mark their own opponents and the Blue 
· ?HB must catch up and mark the Red CF. 
17. The fullbacks usually play in their own end of the field. 
The halfbacks cover the field from their own -
a. goal line to opponent's 25 yard line. 
b. goal line to opponent's striking circle. 
c. goal line to opponent's goal line. 
d. 25 yard line to opponent's goal. 
e. 25 yard line to opponent's stri~ing circle. 
18. As the forward line approaches the opponent's goal, within 
the striking circle, how should its play be directed? 
a. Keeping the ball in the wing positions. 
b. Slowing down to insure accuracy. 
c. Passing hard and frequently. 
d. Relying on scoops and flicks. 
e. Pushing to-vmrd center and the goal. 
19. The Blue center for-ward breaks through the poorly-posi-
tioned Red defense and approaches the goal alone. What 
should the Red goalkeeper do? 
a. Place herself toward the left side of the cage. 
b. Come out and rush the forward qu.ickly. 
c. Stand at the penalty bully mark. 
d. Kneel or lie down in front of the cage. 
e. 'itlai t for the shot and fullback support. 
20. A player is o:f:fside when she -
... ... 
a. has the ball and only two opponents are between her 
and the goal. 
b. does not have the ball and three opponents are between 
her and the goal. 
c. is in her own half of the field but is ahead of the 
ball. 
d. receives the ball when only two opponents are between 
her and the goal. 
e. is on a level with the ball. 
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PART THltEE: ~~TCHING 
Directions: The terms in column A are defined, described or 
identified by the phrases in column B. In the 
spaces provided on your answer sheet, print t he 
letter of the phrases in column B which most 
closely match the numbered terms in column A. 
Column A Column B 
21. cut A. individual defensive stroke 
B. forcing offense to change angle 
22. clear attack 
c. purposely forcing an attempted 
23. draw tackle 
D. tackling back 
24. rush E . covering an open position 
F. placement of defensive drive 
25. interchange G. centering the ball 
H. individual offensive stroke 
I. repeated a ttacks 
of 
PART ONE: COMPLETION 
FIELD HOCKEY 
TEST II 
ANS\'lER KEY 
1. ball must be hit by attack from within circle for goal 
to count • 
2. injuries or a broken stick' 
3. corner (long or short depending on conditions) • 
4. mark - guard a person; cover - backing up, guard a space. 
5. to dodge an opponent• 
6. obstruction • 
1. five yards• 
8. penalty bully • 
9. free hit for opponents • 
10. attacking wing hits ball out over end line, not in goal; 
PAli.T TWO : MULTIPLE CHOICE PART THREE: MATCHING 
11. c 21. A 
12. c 22. F 
13. A 23. c 
14. D 24. I 
15. c 25. E 
16. c 
17. B 
18. E 
19. B 
20. D 
SOCCER 
SOCCER 
Preliminary Teacher Planning 
A. General Statement of the Unit. 
Aims: 1. To teach the skills of soccer through progres-
sive instruction in its component parts. 
2. To give an understanding and appreciation of 
the game, both as spectator and as participant. 
3. To develop physical skills, stamina and other 
attributes of healthful outdoor activity. 
, B. Instructional Naterials • 
1. Field - 40 - 60 yards wide by 80 - 100 yards long. 
2. Gymnasium and/or classroom. 
3. Two sets of goalposts. 
4. 4 to 6 soccer balls. 
5. Leather ball wax or dressing. 
6. Skill and knowledge tests. 
1. Stopwatch and scoresheets. 
8. Visual aid materials. 
9. Reference ma.terials. 
10. Colored pinnies. 
C. Delimitation of the Unit • 
1. Field movements. 
a. Dribbling. 
Inside of the Foot,* 
Outside of the foot.* 
Toe •*-K· 
b. Passing •* 
c. Heading •** 
d. Volleying."*· 
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2. Defensive techniques, 
a. Trapping• 
Inside of lower leg•* 
Inside of both legs•* 
Front of both legs•* 
Sole of foot•** 
Heel•** 
b. Tackling. 
Front•* 
Hook •** 
Solit•** 
.. 
c. Blocking.* 
d. Goalkeeper's fielding,* 
3. Kicks. 
a. Place kick.* 
b. Punt•* 
c. Drop kick•** 
4. Relays and Leadup games. * 
5. Rules and scoring. * 
6. I"iodified soccer. * 
7. Position play and tactics. 
8. Official soccer. ** 
9. Knowledge and skill tests.* 
** 
10. Officiating , timing and scoring . *** 
D. Incidental Learning Products. 
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Enjoyment of playing ; social carry-over products; develop 
ingenuity in outwitting opponents; development of respect 
for rules and officials; development of the ability to 
time, score and officiate a regulation soccer game. 
E . v·isual Aids. 
1. Charts. 
a. NSG\1S Sports Techniques Charts. 
13 sports including soccer. $1.50 per packet. 
Charts not sold separately. Order from the Nat'l 
Section for Girls and 1.V' omen' s Sports, 1201 
Sixteenth St., N.l~., itlashington, 6, D.C. 
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2. Films. 
a. "Soccer for Girls", instructional, 10 min. sound. 
Black and white, $50; color, $100. Sahe only, 
no rental. Order from Coronet Films, voronet 
Bldg ., Chicago, 1, Ill. See also local film 
libraries. 
F. References. 
1. Teacher references. 
a. M,~Y er, I'iar garet and Schwarz, l~'iargueri t e, Team 
Sports for Women, \'/ . B. Saunders Co., Phila-
delphia, 1947. 
b. 
c. 
d. 
e. 
f. 
g. 
Frymir..t. A. and N. Hillas, Team. Sports for \1/omen, 
A. s . barnes and Co., New York, revised 1942~ 
Seaton, Don Cash, Safety in Sports, Prentice-
Hall, Inc., New York, 1948. 
Powdermaker, Therese, Physical Education Play 
Activities for Girls in Junior and Senior High 
Schools, A. s. Barnes and Co., New York, 1938. 
Scott, M. Gl adys and Esther French, Evaluation 
in Physical Education, c. V. Hosby Co., St. 
Louis, 1950. 
Official Soccer - Speedball Guide, Nat'l Section 
for Girls and Women's Sports, 1201 Sixteenth St., 
N. W., Washington 6, D. c. 
Periodicals 
(1) Journal of the AAHPER 
( 2) Research Quarterly of the AAHPER 
2. Teacher-pupil references. 
a. Hupprich, Florence, Soccer-Speedball for Girls, 
A. S. Barnes and Co., New York, 1942. 
b. Seaton, D. c., I. Clayton, H. C. Leibee and L. 
Hessersmith, Physical Education Ha,ndboq]f, second 
edition, Prentice Hall, Inc., Nevr York, 1954. 
c. Physical Education for High School Students, 
American Ass'n. for Health, Physical Education 
and Recreation, 1201 Sixteenth St., N. W.,Wash-
ington 6, D.C. 
d. NSGI'/S Guides, published in alternate years. 
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ORIENTATI ON PRASE . 
HI STORY OF SOCCER: 
The origin of the game of soccer is not definitely known, 
but games involving the kicking of a ball date back to the 
times of the ancient Greek and Roman civilizations. The 
Irish, too, claim that ball kicking games were played in their 
country 1,000 years before the coming of the Romans. 
Soccer, as we know it, came to us from the British Isles 
where it was, and still is, one of t he major sports. On most 
of the continents of the world, it is f ar more popular than 
it will probably ever be in the United St ates. As many as 
150,000 people have been known to attend some of the more im-
portant foreign matches. 
In the junior and senior high schools of this country, 
soccer is gaining in popularity, especially as a team game 
for girls. It is a game that can be played in almost any 
sch ol that has a f air sized play area , for it requires little 
expense and eqUipment. It is also interesting to note t he 
i ncrease in the number of schools and colleges that are field-
i ng men' s varsity teams. Items on adult club soccer may often 
be f ound in the sports sections of t he newspapers. 
Soccer is a fast, exciting team game requiring s peed, 
skill and stamina , yet not so much that it eliminates t he l ess 
expelrt pl ayers from enjoying it. 
NA'J:URE OF THE GANE : 
Soccer is pl ayed on a rectangular field as shmm in the 
diagr am. Also shown are the positions of the players as they 
would be a t t he s t art of a game. Note that the penalty area 
and position names are identical with those of field hockey. 
Other similarities between the t wo games will be not ed from 
t ime to time. 
The object of t he game is to kick, volley or head the 
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ball through the opponent's goal, between the uprights and 
under the crossbar. The ball may be played with any part of 
the body except the hands and arms. The goalkeeper takes 
exception to this rule. 
In scoring , two points are given for a field goal and one 
point for a penalty kick. The game is played in four quarters 
of eight minutes each for girls, and two periods of 45 minutes 
each for men. Times may be shortened according to the skill, 
age and experience of the players, the condition of the field,etc. 
Sf' 
COR.NER r-
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DIGEST OF RULES: 
A. Playing Privileges. 
1. The goalkeeper may -
a . pick up the ball. 
b. bounce the ball once. 
c. punt or drop-kick the ball. 
d. throw the ball. 
e. combine the bounce with a punt, drop-kick or throw. 
f. take two steps with the ball before a punt, drop-
kick or throw unless these are combined with a 
bounce. 
2. Other players may -
a. dribble, shoulder or head the ball. 
b. place own body between the ball and an opponent. 
c. stop the ball by trapping with the legs or feet. 
d. kick the ball while it is trapped by an opponent 
providing the opponent is not fouled in so doing. 
e. 
f. 
g. 
B. Fouls. 
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block the ball with any part of the body except 
the hand or arms. Exception: In girl's soccer, 
the arms may be crossed over the chest but the 
player may not use the arms to give impetus to 
the ball. 
play the ball without waiting for the umpire's 
whistle except on the kick-off, penalty kick or 
roll-in. 
run fo~iard any number of steps before taking a 
free kick, penalty kick, corner kick, defense kick, 
kick-off or kick-in. 
1. carrying - goalkeeper takes more than two steps while 
holding the ball. 
2. handling - player other than goalkeeper used the hands 
or arms to play the ball. 
3. holding - using the hands or arms to hold back an 
opponent. 
4. pushing - pushing an opponent away by use of hands or 
arms. 
5. tripping - throwing , or trying to throw an opponent by 
use of· the legs or by stooping in front or 
behind her. 
6. offside -when a player is nearer her opponent's goal 
line than the ball when it is played by one 
of her own team unless 
(1) she is in her own half of the field. 
(2) there are three opponents between her-
self and the goal line at the moment 
the ball is played behind her. 
7. kicking , striking or jumping at an opponent. 
C. Penal ties; 
1. Inside the penalty area: 
a. For breach of rule by .attackers, the defenders re-
ceive a free kick on the spot where the foul occurred. 
b. :1!-..or breach of rule by defenders, the attackers re-
ceive a penalty kick from the penalty kick mark. 
c. If both teams foul at the same time, a roll-in is 
awarded at the spot where the foul occurred. 
(1) If the double foul occurs within five yards 
of the goal, the roll-in is taken at the 
penalty kick mark. 
2. Outside the penalty area: 
a. For a foul by either team, a free kick is given at 
the spot where the foul occurred. 
b. For a double foul by both teams, a roll-in is given 
at the spot where the foul occurred. 
D. Out-of-bounds. 
1. When the ball passes wholly over the side line, the 
team which did not send it out kicks it in from the 
point where it left the field. 
2. 1'lhen the attackers send the ball out over the cross-
bar or end line, not between the goal posts, the de-
fense is awarded a defense kick from any point on the 
quarter circles marking the penalty area. 
3. vhen the defanse sends the ball over the crossbar or 
goal line, not between the goal posts, the attack is 
awarded a corner kick from the corner kick mark. 
4. If t"ro players from opposite teams send the ball over 
any line, not between the goal posts, a roll-in is 
avmrded. 
E. Substitutions. 
1. Substitutes may be put in for players at any time the 
ball is dead. 
2. Fhen a player has been replaced by a substitute, she 
may re-enter the game any number of times, unless she 
has been disqualified. 
TERmiNOLOGY: 
1. attackers - the team which p.as possession of the ball 
and is trying to put it into their oppo-
nent's goal. 
2. blocking - stopping or slowing the ball by meeting it 
with some part of the body other than the 
hands or arms. 
6. 
centering - directing the ball toward the center of 
the field as when a wing centers the ball 
as she approaches the goal. 
defenders - the team which does not have control of · 
the ball. -
dribble - moving the ball forward by light success-
ive kicks so that the player keeps it with 
her. 
drop-kick - player drops the ball and kicks it as it 
leaves the ground; used only by the goal-
keeper. 
.............. ________________________ _ 
8. 
g. 
10. 
11. 
12. 
13. 
14. 
15. 
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heading - moving the ball by hitting it with the 
sides or front of the head. 
passing sending the ball to a teammate by means 
of a volley, kick, etc. 
placekick- player kicks the ball while it is sta-
tionary on the ground. 
punting - player drops the ball and kicks it before 
it touches the ground; used only by the 
goalkeeper. 
shooting 
shoulder 
tackling 
trapping 
volleying 
- kicking , volleying or heading the ball at 
t he goal. 
- to volley the ball with the shoulder. 
- taking the ball away from another player 
without body contact. 
- stopping the ball by securing it with the 
feet or legs. 
- meeting the ball before it touches the 
ground and playing with some part of the 
body, as the knee, head, etc. 
TIPS ON POSITION PLAY Ai'TD STRATEGY: 
A winning team in any sport depends upon how· well the 
players know and use the basic skills, plus a well developed 
sense of teamwork . 'J:he soccer field is l ar ge, therefore it is 
important that each player takes care of her own portion. I f 
a player runs out of position, it leaves a l arge opening 
through which the ot her team may pass or run. 
There are many ways in which a game cru1 be speeded up to 
t hrow t he opponents off balance, and these come t hrough a 
thorough knowledge of the fundmental skills. game of these 
v-mys are (1) playing the ball as soon as it can be reached, 
( 2) using short numerous passes, (3) taking penalty plays 
quickly before the opposite team has a chance to get organized, 
ru1d (4) feinting an opponent out to leave her out of the next 
maneuver. Well planned plays for roll-ins, corner kicks, 
kick-offs, etc. should be executed quickly and smoothly. A 
smart team will look for weaknesses in their opponents - the 
girl who tires easily, the player who is slow or tends to 
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leave her position - and direct its play through these points. 
The forv;ard line is made up of the wings, inners and cen-
ter forward. These players are the attacking unit of the team 
and do most of the scoring . They should be able to dribble, 
pass and shoot accurately and with good control. They must be 
able to press home a steady attack, passing, shooting and rush-
ing at the goal until they score. 
The halfbacks have a double duty in that they are used both 
for offense and defense. Therefore, they must be in good phy-
sical condition, as the position requires a great deal of run-
ning , fast r~~ing , as the direction of play changes. A half-
back should be able to tackle quickly and well, and be very 
accurate in her passes, for the success of the forward line 
depends upon the backs gaining control of the ball and finding 
their own receivers quickly. 
The fullbacks are used only for defense, and hold the last 
position before the goalkeeper. Therefore, they must intercept 
the ball before it comes dangerously near the goal and get it 
out to their teammates. The fullback needs a strong, accurate 
kick and a good sense of direction and timing. Obviously, she 
must be able to tackle quickly, fearlessly and well. 
The goalkeeper is the last line of defense; there is no one 
behind her to play the ball if she misses. She should be of 
good cheer, however, for if it gets to her, it means that sev-
eral of her teammates also missed it. 
Because she is allowed to use her hands, she should do so 
to control the ball for a long accurate throvr or kick, always 
sending the ball to her 't·rings or inners to clear it from the 
dangerous area in front of the goal. She may stand idle for 
long periods of time if her team is strong, but must be ready 
at all times for instant action. She will be called upon to 
make quick decisions, whether to throw or kick, ·to whom to 
pass, whether to advance and tackle or wait for a shot, etc. 
The goalkeeper has a very responsible position, not one to be 
given to the slow runner or poor player. 
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Laboratory Phase 
Core Activities: 
This portion of the unit is devoted to drills and game 
adaptations that may be used to teach the specific skills as 
given in the delimitation. 
The diagrams used in presenting the suggested drills apply 
only to one squad, it being assumed that each class will be 
divided into several such groups. The symbols below are used 
to denote the progress of the players and ball. 
X or 0 = player; 
bled ball; ~ 
-~,_.., = path of player; ~ = path of drib-
= path of kicked or tossed ball. 
A. Skill drills. 
1. Dribble. 
a. Use. 
(1) To maintain possession of the ball while 
running. 
b. Drills. 
c. 
d. 
(l) Single column formation. Dribble around marker. 
(2) Single column formation. Zig zag dribble. 
''. ~~.:::_~ 
Progression. 
(1) Demonstrate and explain each type of dribble. 
(2) Dribble slowly, then at increasing speeds. 
(3) Combine dribble with kick for passing and 
shooting. 
Tips on dribbling. 
(l) Learn to dribble equally well with either foot. 
Using only one foot sacrifices speed and con-
trol. 
(2) Keep the ball close while dribbling. 
(3) Turn the toe outward when contacting the 
ball to prevent a zig zag pattern. 
50 
(4) Don't kick the ball; a slight tap is enough. 
(5) When dribbling with the toe, get the toe 
under the ball to give it backspin. This 
will tend to keep it close to the dribbler. 
This is an advanced technique. 
2. Kicking. 
a. Use• 
b. 
(1) diagonal forward passing. 
(2) Shooting for goal. 
(3) Starting a dodge. 
(4) 'Place kicking. 
Drills, 
(1) Columns facing each other. 
from stationary position. 
with trapping. 
i~\ X X 
0 0 0 0 0 
Kick across space 
I'<lay be combined 
(2) Single column facing goal or target. Use 
Diagonal kicks as well as those straight for-
ward. Progress to dribble and shoot. 
xl'.xxx~]6 
(3) Double columns. First players in each column 
run on parallel courses, dribbling and pass-
ing. 
X .~'.)(.XX___. 
0 0 0 0 0 --\_r-: 
--· (4) Circle drill. Useful for practice in using 
inside or outside of foot to kick. 
X 
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c. Progression. 
(1) Demonstrate and explain each type of .kick as 
it is introduced. 
(2) Practice kicks from stationary position. 
(3) Combine with dribble for passing and shoot-
ing at the goal. 
d. Tips on kicking. 
(1) Don't use a weak, scuf'fed kick. Take as much 
leg swing as necessary to send it the desi red 
dis tance. 
(2) Be sure that the ball is within reach before 
trying to kick ,it. 
( 3 ) Do not kick with the toe unless hard-toed 
soccer shoes are worn. 
( 4) Watch the ball carefully; contact it belm-1 
center. 
(5) The leg swing in back should be in line with 
the desired direction of the pass. 
3. Trapping • 
a. Use • 
(1) To stop an oncoming ball. 
(2) To prevent a ball from going out of bounds. 
b. Drills • 
(1) Stationary kick across space and trap a s given 
in Kicking Drill 1. 
(2) Opposite columns. Dribble and kick , receiver 
traps and becomes dribbler. 
c. Progression • 
(1) Demonstrate and explain each type of trap as 
it is introduced. 
( 2) Trap a slowly moving ball. 
( 3) Tr ap and kick. 
(4) Trap and dribble. 
(5) Trap a f ast moving ball; trap, dribble, kick. 
Boston University 
School of Education 
Library 
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d. Tips on trapping' 
(1) Avoid pressing down hard on the ball or it 
will shoot out from under the leg or foot. 
(2) Come up quickly after trappini to be ready 
to play the ball. Push ball forward slight-
ly with the inside of the foot to prepare 
for a kick or dribble. 
(3) Get the body directly in line with the ball 
before trapping. 
4. Volleying. 
a. Use • 
(1) To play a descending ball. 
b. Drills • 
(1) Circle formation. Leader tosses the ball to 
each player in turn who volleys it back to 
her. 
(2) Individual practice. Each player tosses or 
bounces a ball high in the air and volleys 
it on the descent. I11ay also be done in pairs. 
c. Progression• 
d. 
(1) Demonstrate and explain various volleys. 
( 2) Individual practice of to s·sing ball to self 
and volleying . 
( 3) Volley a throvm ball. 
( 4) Volley a kicked and lifted ball. 
T·ips 
-· 
on volleying • 
(1) Timing and body placement are very important 
for control. 
(2) Estimate the ball's height from the ground 
when kicked. This will help determine its 
path of flight and the type-of volley that 
will be needed. 
(3) \'lith the knee volley, meet the ball as high 
in the air as possible, but not high enough 
to sacrifice some force to the volley. 
(4) Use the knee volley on balls too low or too 
f ar away for heading. 
5. Heading . 
a. Use • 
(1) A special, more difficult form of volleying, 
used to play a descending ball. 
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b. Drills. 
(1) . Circle formation. Leader tosses ball to 
each player in turn who heads it back to her. 
(2) Individual or pair practice with tossed balls. 
c. Progression. 
(1) Demonstrate and explain. 
(2) Individual practice. May be advisable to 
practice heading first with a volleyball. 
(3) Head a tossed ball. 
(4) Direct a headed ball for accuracy. 
(5) Head a kicked ball. 
d. Tips on heading. 
(1) l\Teet the ball with the forehead, not the top 
of the head. 
(2) Jump into the ball instead of just waiting 
for it to hit your head. 
(3) Keep the neck stiff when contacting the ball. 
(4) Use the side of the head for directing the 
ball sideways. 
(5) Do not try to head a low ball. Someone else 
may try to kick it at the same time. 
6. Blocking. 
a. Use • 
(1} To stop or slow a high ball to gain better 
control of it. 
b. Drills. 
(1) Shuttle formation. Player tosses ball across 
space for opposite girl to block. Toss the 
ball at appropriate heights for thigh block, 
chest block, etc. Toss a random heights t o 
force a quick choice of block later. 
(2) Groups of three. A tos~es ball to B; C comes 
in to block the ball. Change positions fre-
quently. 
~ x~r XA 
0~ 
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c. Progression. 
(1) Demonstrate and explain. 
(2) Use various blocks on tossed balls. 
(3) Intercept a kicked ball with a block. 
d. Tips on blocking. 
(1) Girls should keep arms folded to protect the 
chest, but avoid raising the arms to meet 
the ball. 
(2) Let the body "give" or "cave in" as the ball 
contacts it. This will let the ball fall 
directly down instead of rebounding. 
7. Tackling. 
a. Use. 
To take the ball away from an opponent. 
b. Drills. 
(1) I'airs or two columns facing each other. Ball 
is kicked slowly toward a player who advances 
to tackle an imaginary opponent. 
(2) Shuttle formation. First player in one line 
dribbles forward slowly. Player opposite 
advances and tackles. If the tackle is 
successful, she passes to the next player in 
the first column. If the tackle fails, the 
dribbler passes back to her column and goes 
to the end of the tackling line. 
(3) Double column formation. One pair at a time 
advances, one dribbling and the other tack-
ling, Used for hook and split tackles. 
c. Progression. 
d. 
(1) nemonstrate and explain each type of tackle 
as it is introduced. 
(2) Practice on a rolling ball. 
(3) Practice on a player using a slow dribble. 
( 4) Practice on player dribbling at top speed. 
Tips on tackling. 
(1) Tackle with a reach to avoid personal contact. 
(2) Pass the ball immediately to prevent the 
opponent from tackling back. 
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(3) Time the tackle to occur when the opponent's 
foot is not actually in contact with the 
ball. 
(4) The hook t ackle is more of a spoiler, used to 
spoil the opponent's play r ather than gain 
poss ession of the ball. 
(5 ) Do not hesitate to tackle. 
8. Punting and drop-kicking . 
a. Used. 
(1) Goalkeeper's techniques. Used to s end the 
ball far from the defensi ve goal area. 
b. Drills. 
(1) I.1ines facing , about 25 to 30 yards apart. 
Punt and drop-kick back and forth. 
(2) Columns at right angles, one five yards f rom 
ru1d parallel to t he goal line, the other 
several yards to the side of the goal and 
perpendicular to the goal line. 
Xa dribbles in front of t he goal, shoots and 
goes to the end of other column. Xb catches 
the ball, punts or drop-kicks it to t he first 
column, then joins it. 
( 3 ) Variation of preceding drill. Bounce before 
kicking . Repeat drill with the dribbling 
column on the other side of t he goal. 
c. Progression. 
(1 ) Demonstrate and explain. 
(2) Kick from a stationary position. 
( 3) Kick f or accuracy and dis t ance. 
( 4) Catch a thrown or kicked ball and kick i mme-
diately. Catch, bounce end kick. 
d. Ti ps on kicking . 
(1) Keep your eye on t he ball. 
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(2) For a long kick, make contact when the ball 
is close to the ground. 
( 3) Keep the ball well in front of the body when 
kicking . 
(4) Timing is very important; Drop-step-kick. 
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B. Adapted Games: 
1. Competitive Skill Relays. 
a . Round the marker or zig zag dribble relay. For 
the zig zag relay, use Indian clubs or boi-tling 
pins for markers. Score points against a team for 
knocking dovm the markers, the object being to 
score as few points as possible. 
b. l icking through. 
Line up in columns f acing each other. Each team 
tries to score by place .kicking the ball over 
their opponent's goal line, from their ovm goal 
line. The opposing team must stop the ball and 
kick it back . After a score, the team scored 
against kicks off . This game develops the kick , 
trap and block. 
Scoring : 
1 point - opponents using hands or arms to 
stop the ball. 
2 points- kicking the ball over opponent's 
goal line. 
c. Relays on heading and volleying. 
2. Puntover. 
Tv10 teams of any number on goal lines about 75 yards 
apart. One team punts from its goal line. The re-
ceiver catches the punt, advances three steps and 
punts. If the ball is not caught, it must be trapped 
or blocked before punting. The team which advances 
to its opponent's goal line first wins. This may also 
be done using a drop-kick. 
3. Pin Soccer. 
Players: Twelve to sixteen; t wo equal teams. 
Equipment: One soccer ball, four Indian clubs. 
Object: Knock down opposing team's Indian clubs to 
score points. One point per club. 
Time: 
Field: 
Game: 
l''our 5 minute quarters, 2 minutes between 
quarters. 
Regulation size or less. Goal area s 30 feet 
wide by 10 feet long . Place two clubs wide 
apart in each goal area. 
Arrange teams informally. Start play by 
kick-off at center. Ball may be dribbled, 
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kicked or passed to knock down opponent's 
clubs. No player may go within the goal 
area. 
Out-of-bounds balls are put into play by a 
kicking from the point where they left the 
field. A goal may not be scored directly 
from the kick-in. At least one person must 
play it first. 
Fouls include touching the ball with the 
hands or arms, stepping into the goal area, 
pushing, holding or tripping an opponent. 
Penalties for fouls are always a free kick 
for the opposite team from the center of 
the field. Opponents may not interfere with 
the ball and a point may be scored on the 
kick. 
4. Seven Player Soccer. 
Nake three 30 by 60 yard fields across a regulation 
field. Nake 12 yard penalty circles using broken 
lines. Reduce the number of players to seven, elimi-
nating the fullbacks. Use only the major offi cial 
rules f or a simplified game. 
5. Line Soccer. 
Lineup: Equal teams, preferably not more than 12 
on each, lined up on goal lines about 30 
yards apart. 
Game: Right hand player from each t eam c omes into 
center. The leader rolls the ball between 
them and the two players try to kick it over 
each other's goal line. 
Scoring : 2 points for the kicker's team if she sends 
it over the opponent' s goal line at waist 
level or lower; 1 point if it goes higher. 
A line player sending the ball through her 
own line scores for the other team. 
Fouls: Touching the ball l'Tith the hands or arms, 
personal contact. 
Penalty: Free kick from point where foul occurred. 
Ro t ation: \vhen a score is made, the scoring team 
rotates counterclocbvise to bring a new 
player to the right end. When a center 
player has been scored against three times, 
her team rotates. 
........... -------------------------------
Out-of-
bounds: 
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If the ball goes out at the end of the 
field, a member of the team opposite from 
that which kicked it out, puts it in play 
again by a kick-in. 
6. Indoor Soccer on a Basketball Court. 
Rules: Use official rules with the follouing 
adaptations: 
Game: 
a. The penalty area is betv;een the end 
line and the foul line extended to the 
sides. 
b. The goal is between the points where 
the free throw lanes meet the end line. 
A goal may be constructed of jump stand-
ards with a net hung to prevent re-
bounds. 
c. The penalty mark is the free throw line 
or the outer edge of the free throw 
circle. 
Start play by dro ppi.ng the ball bet -v1een the 
opposing centers in the center circle. Re-
peat after each score. All players must 
remain outside of the center circle on the 
drop. The centers may not play the ball 
after it leaves the center circle until it 
has been played by another player. 
If using a small gymnasium, let the side-
walls be called in-bounds, allowing their 
use for rebounding. This promotes faster 
play. 
A regular soccer ball, playground ball or 
partially deflated basketball may be used. 
Seven player teams would cause less con-
fus ion on a small court. 
7. Crab Soccer on a Basketball Court. 
Lineup: 
Position: 
T\vO t ea.ms of equal numbers lined up on goal 
lines at end of court. Count off players 
consecutively. The even-numbered players 
go into the court; the odd-numbered players 
remain on the lines as goalkeepers. 
Players may move about the court only in 
·the 11 crab11 position. This position is 
seated, raising the hips off the floor, 
supporting the body on the hands m1d feet 
only. The feet only are used to play the 
ball. 
Object: 
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Por a team to kick the ball over its 
opponent's goal line. Score one point. 
Goalkeepers may try to prevent scoring 
by use of the feet only. 
8 . Hand. Soccer Indoors. 
Game: The lineup and the game are as described 
in crab soccer, only t he players play the 
ball by batting it with the open hand and 
run about the floor instead of assuming 
the crab position. 
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C. Optional related activities. 
1. Bu~letin board activities. 
a. 3 by 5 inch cards showing player positions for 
the start of the game, corner kicks, etc. 
b. Charts of pupil progress in lear ning skills; 
scores of skill and kn01dedge tests; results of 
intramural games , etc. 
c. :N'SG\Y'S soccer technique chart. 
d. Have the students bring in pictures and articles 
from current periodica.ls about soccer. 
2. Iviagnetic board and boxed model field. 
a. A magnetic board is more useful than a blackboard, 
as it may be used for many sports by drawing t he 
appropriate lines. I1Iagnetized blocks or figurines 
are used to represent the players and may be moved 
about at vlill '\vi th the board in an upright posi-
tion. 
b. A model playing field may be constructed from a 
large shallo'\'1 box. The players may be represented 
by chessmen or figurines made of pi pe cleaners. 
A ping pong table may also be used. 
3. The instructor compiles a series of cards, each card 
giving four or five questions about soccer which may 
be answered from a rulebook or sports textbook. If a 
student is unabl e to participate in the activity for 
the day , needs to make up a class or perhe.ps a dis-
ciplinary case, she is given one of the cards. She 
must ·write out and learn the answers during the class 
period. The cards are numbered and the instructor 
makes a notation on each or keeps a record of them as 
used to prevent r epetition. A sample card is included 
in the appendix. 
4. The instructor composes a card file, each card having 
one question on t he rules of soccer, and the reference 
in the rulebook to answer it. Class members each take 
a card, and answer it before the group. If the answer 
is wrong or questionable, it is looked up in the rule-
book and the correction made. Discussion may follow. 
Exchanging the cards through several indoor sessions 
gives all players an opportunity to learn many rules 
which may escape them in play. This activity is par-
ticularly us eful with advanced players in teaching 
them to officiate. 
............ --------------------------~ 
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5. tlave a student prepare a short talk for a r ainy day 
on the history of soccer, or report on the outcome of 
adult club matches, etc. 
6. If t here i s adult club soccer activity in the area, 
have a member of a teelll come in for a short talk, or 
arrange to take interested school players to see a 
match. 
7. Have a student thoroughly pr epare to teach one or two 
skills and then assist with a beginner group. 
8 . Have students assist in umpiring in class. .Also have 
student timers end scorers who prepare their own score 
sheets. 
9. Have students officiate, time and score the intra-
mural games. 
Volleying .JJ 
Equipment: 
Evaluation Phase 
Skill Tests 
One fully inflated soccer ball. 
Stopwatch. 
Unobstructed wall space, at least 15 feet long and 10 
feet high. 
Field Narkings: 
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a. Outline a target area on the vTall. The target begins 
8 inches off the floor and continues upward for at 
least 10 feet. It is 15 feet wide. 
b. St arting at the wall, outline a floor space 30 feet 
square, the nddpoint of the target and the midpoint 
of the square coinciding. 
c. Draw a 2 foot starting line in the center of the 
square 15 feet from the wall. 
The Test: 
Place the ball on the starting line. At the signal, 
"Ready! Go!", the player kicks the ball into the target area, 
recovers the rebound and kicks again. Continue as rapidly as 
pose:ible. Count the number of times the ball strikes the 
target area within one minute. The ball may be kicked, vol-
leyed, headed or moved with any legal motion. 
After the f irst kick, the ball may be played from the point 
of recovery or dribbled to a more advantageous position. 
Assistants should be stationed on the edges of the square, 
and if the ball goes outside, they may recover it and place 
it on the boundary line where the player being tested may 
continue play. 
Allow practice trials of 30 seconds each. 
1/Scott, r-1 . Gladys and Esther J!lrench, "Evaluation in Physical 
Education, The c. V. Jilosby Co., St. Louis, 1950, pp. 100-104. 
64 
Scoring : 
Tw·o trials are given each player, each on a separate 
day. The best score counts. One point for each time the 
ball. hits within the target area . Balls hitting the target 
outlines are considered good. 
source text by Scott & French. 
WALL 
T1\~4£T 
T-scores are listed in the 
IS' 
FL. DO R 
:S~AC 1: 
Passing and Receiving.11 
Equipment: 
I' •• 
One fully inflated soccer ball. 
One unobstructed wall space 55 feet in length. 
Stopwatch. 
Field Markings: 
a. Draw a restraining line 8 feet from the \-Tall and 
parallel to it. 
b. Draw two boundary lines, 12 feet in length, perpendic-
1/Ibid., pp. 104-106. 
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ular to the wall and 55 feet apart. 
~-------------------- ss'--------------------~ 
i, r 8
• R£ST~tAtNtN~ L.tNE ·4-----~------+ 
/1. I 
1 STAftT Fll'll SH 
The Test : 
Place the ball at the point on the left vthere the re-
straining line crosses the boundary line. At the si5~al 
"Rea.dy! Go! H the player dribbles forward and passes with the 
side of the foot so that the ball strikes the wall and re-
bounds. Each rebound is played after it comes back over the 
restraining line. If the ball does not come back over the 
line, it is permissable to go into the area , dribble it out 
and continue. 
The distance must be covered in ten seconds, during which 
time three passes are to be made, if possible. The score will 
be the number of passes and recoveries made. The third pass 
and recovery does not count unless the ball is touched beyond 
the finish line before the time is up. If the ball is re-
covered before reaching the finish line, it may be dribbled 
over the line. The ball must be touched at least twice between 
each recovery and the following pass. 
Give each player one pr actice trial. 
sists of t l·ro trials from each end of the 
left and right passes . 
Scoring : 
A counting test con-
course to test both 
The score is the total number of successful passes and re-
coveries made in the four trials. 
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NAME VOLLEYING PASS AND RECEIVE 
RIGHT LEFT 
Tl T2 BEST T-SCORE TOTAL T-SCOii 
SCORE Tl T2 Tl T2 
PART ONE: COJ'.1PLETION 
SOCCER 
TEST I 
Directions: In the spaces provided on your answer sheet, write 
the answers to the following questions. No long 
answers are needed. For the diagram, give the name 
of the line on the soccer field which is marked by 
each number. 
1. In what country did modern soccer originate? 
2. How many players are on a soccer team? 
). How is soccer scored? 
4. When may the hands be used on the ball in play? 
5. Why is soccer a popular game in small schools? 
0 
PART TWO: M1JI1TIPLE CHOICE 
4--+---, 
---------~~~---10 
Directions: In the space provided on the answer sheet, print 
the l etter of the phrase which best completes the 
sentence or answers the question . 
11. The 
a. 
b. 
c. 
d. 
e. 
length of an official girlSsoccer game is -
four 10 minute periods. 
four 8 minute periods. 
four 5 minute periods. 
two 15 minute periods. 
three 15 minute periods. 
12. Which of the following techniques is used only by the goal-
keeper? 
a. heading . 
b. blocking. 
c. place-kick. 
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d. dribble. 
e. drop-kick. 
13. How is the game started? 
a. center place-kick. 
b. throw-down. 
c. kick-in. 
d. referee's roll-in. 
e. corner kick for visiting team. 
14. A kick-in is given the Red team when -
15. 
a. the Blue team fouls. 
b. the Blue team kicks the ball out over the side line . 
c. 
d. 
e. 
I f 
a. 
b. 
c. 
d. 
e. 
one Red player and one Blue player both kick the ball 
out over the sideline. 
a Blue player kicks the ball out over t he end line. 
a Red player plays the ball with the hands. 
a Red attacking player kicks the ball over the crossbar -
the Red team scores two points. 
the Red team takes a penalty kick. 
the Blue team receives a free kick at the restraining 
line. 
the Blue team receives a free kick at the edge of the 
penalty area. 
the Red team scores one point. 
16. When a defense player sends the ball out over t he end line, 
what is the result? 
a. A corner kick for the defense. 
b. A penalty kick for the attack . 
c. A corner kick for the attack. 
d. A defense kick. 
e. A free kick for the attack from the edge of the penal-
ty area. 
17. \'ihen a Red left inner has possession of the ball, the Blue 
right halfback marks -
a. the Red left wing. 
b. the Red center forvTard. 
c. the Blue center halfback. 
d. the Red left halfback. 
e. the Red left inner. 
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18. Which of the following arrangements shows the usual 
up of team members at the start of a game? 
line-
a. 6 forwards,2 halfbacks,2 fullbacks,l goalkeeper. 
•b. 5 forwards,3 halfbacks,2 fullbacks,l goalkeeper. 
c. 4 forwards,4 halfbacks,2 fullbacks,l goalkeeper. 
d. 4 forwards,3 halfbacks,3 fullbacks,l goalkeeper. 
e. 5 fon1ards,3 halfbacks,3 fullbacks,l goalkeeper . 
19. 11lhen is the technique called 11 centering" used? 
a. When the center forward approaches the goal with the 
ball. 
b. To begin play after a goal has been scored. 
c. For defense players to send the ball to their forwards. 
d. \'ihen a center forward passes out to a vdng . 
e. \•Then a "t-Ting approaches the goal with the ball. 
20. \'lhat is the result if the attack fouls ·within the penalty 
area? 
a. Free kick for defense at the penalty kick mark . 
b. Roll-in by referee. 
c. Throw-down at p·enalty kick mark. 
d. Free kick at the edge of the penalty area by the 
defense. 
e. Free kick at the restraining line by the defense. 
PART THREE: MATCHING 
Directions: In column A are words with which you should be fam-
iliar. In column B are phrases which identify, 
desc~ibe or define the words in column A. In the 
space provided on your answer sheet, print the let-
ter of t he phrase in column B which is most closely 
connected with each numbered word in column A. 
Column A Column B 
21. defense A. hook 
B. a goalkeeper's clearing shot 
22. tackle c. controlling an oncoming ball 
D. using the body to block 
23. volley E. using the shoulder 
F . defense draws the attack away 
24. trapping from the goal 
G. the team in possession of the ball 
25. punt H. repeated rushes at the goal 
P AHT ONE: OOI'IlPLETI ON 
1. British Isles. 
2. eleven• 
SOCCER 
TEST I 
.AlifSWER KEY 
3. field goal - 2 points; penalty- kick, 1 point. 
4. goalkeeper for a throw, bounce or kick. 
5. needs little equipment and expense. 
6. corner kick mark • 
7. penalty area • 
8. right inner • 
9. left fullback • 
10. retraining line • 
PART T\'10: IviULTIPLE CHOICE P .ART TH...llliE: !viATCHING 
11. B 21. G 
12. E 22. A 
13. A 23. E 
14. B 24. c 
. ~ ., 
15; D 25. B 
16. c 
17. A 
18. B 
19. E 
20. D 
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PART ONE: CO:r.1PLETION 
SOCCER 
TEST II 
Directions: In the space provided on your answer sheet, write 
in the word or words vihich will complete the fol-
lowing sentences or answer the questions. No long 
answers are needed. 
1. A technique called ~------~ 
before it touches the ground. 
is used to play a high ball 
2. It is not necessary to wait for the umpire's whistle on 
3. and • 
(2) (3) 
There is no score and the umpire calls if the 
ball is kicked over the crossbar on a penalty kick. 
5. \'That type of kick may not be used on a kick-in? 
6. A double foul is penalized by ---------- • 
?. 
8. 
The goalkeeper's position depends upon----------
A place kick with the toe should be avoided unless 
• 
9. \·That foot action should be used to dribble in a circle to 
the right? 
10. What type of tackle is used by players moving in the same 
direction? 
PART TWO: MULTIPLE CHOICE 
Directions: In the space provided on the answer sheet, print 
the letter of the phrase which best completes the 
sentence or answers the question. 
11. Which of the following is not a penalty? 
a. Defense kick. 
b. Drop kick. 
c. Place kick. 
d. Free kick. 
e. Corner kick. 
12. How many time-outs are allowed? 
a. One each quarter . 
b. Only in case of injury. 
c. None. 
d. One. 
e. Two. 
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• 
............... ________________________ _ 
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13. "/hen a forward is in possession of the ball, her backs 
should-
14. 
a. 
b. 
c. 
d. 
e. 
The 
a. 
b. 
c. 
mark. 
cover. 
interchange. 
body block. 
trap. 
proper lineup for a penalty kick is -
one forward and the ball at the penalty kick mark, 
opposing backs on the goal line, remaining forwards on 
the edge of the penalty area. 
one forward and the ball at the penalty kick mark, backs 
on the goal line, remaining fort-lards on the restraining 
line. 
one fortv-ard and the goalkeeper over the ball at the uen-
alty kick mark , all remaining players at the restrain-
ing line • . 
d. one forward and the ball at the penalty kick mark, goal-
keeper in the goal, remaining players outside the pen-
alty area. 
e. one forward, the goalkeeper and the ball at the penalty 
kick mark , remaining players outside the penalty area. 
15. A Red penalty kick goes over the crossbar. Play is restart-
ed by a -
a . Red corner kick. 
b. Blue defense kick. 
c. Red kick-in. 
d. Blue kick-in. 
e. referee's roll-in. 
16. A small child runs on the field and picks up the ball. Time 
is called. How is it restarted? 
a. Referee 's roll-in. 
b. Kick-in by team last in possession of the ball. 
c. :E'ree kick by team last in possession of the ball. 
d. Kick-off. 
e. Throw-dotf.n by referee. 
17. How may a Red offside player be put onside? . 
a. By playing the ball. 
b. By a Blue back playing the ball. 
c. When the ball bounces off the Blue goalpost. 
d. By returning to her own half of the field. 
e. By a Red goal. 
............ --------------------------
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18 . As the forward line approaches its opponent's goal, how 
should its play be directed. 
19. 
20. 
a. Slmdng do~m to insure accuracy. 
b. Pushing toward center. 
c. Passing hard and frequently. 
d. Keeping the ball in the wing positions. 
e. Using a long , loose dribble. 
The Blue center fo~iard breaks through the poorly posi-
tioned Red defense. \'That should the Red goalkeeper do? 
a. Pl ace herself to the left of the goal. 
b. Stand in front and to the right of the goal. 
c. Come out and rush the fo~vard quickly. 
d. Lie down in front of the goal. 
e. Stand on the goal line and wait for the shot. 
Those w·ho play a great deal of both offensive end defensive 
soccer are the -
a. wings. 
b. centers. 
c. fullbacks. 
d. inners. 
e. halfbacks. 
PART THREE : lii.ATCHING 
Dir ections: In column A are words with which you should be fam-
iliar. In column B are phrases which identify, des-
cribe or define the words in column A. In the 
21. 
22. 
23. 
24. 
25. 
space provided on your answer sheet, print the 1&1-
~ of the phrase in column B which is most closely 
connected with each numbered word in column A. 
Column A Column B 
heading A. choice of kick-off or goal 
B. using a body block on the ball 
offside c. playing the ball with the hands 
D. recognizes substitutes 
captain E. a double fou1 
F . not in own half of the field 
roll-in G. personal contact 
H. 
handling 
a legal volley 
SOCCER 
TEST II 
ANS\'/ER KEY 
PART ONE : CO~WLETION 
1. volley (heading ) • 
2. corner kick , 
3. free kick (defense kick) • 
4. defense kick • 
5. dropkick (punt) • 
6. roll-in • 
7. angle of approach of the ball • 
8. hard-toed shoes are worn • 
g. inside of left foot, outside of 
10. split tackle • 
right foot. 
P A..B.T TVlO : lVlDLTIPLE CHOICE PART THREE: J.VIATCHING 
11. B 21. H 
12 . E 22. ]!, 
13. A 23. A 
14. D 24. E 
15. D 25. G 
16. A 
17. D 
18. B 
19. c 
20. E 
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BASKETBALL 
BASKETBALIJ 
Preliminary Teacher Planning 
A. General Statement of the Unit • 
Aims: 1. To teach the game of basketball through pro-
gressive instruction in its component parts. 
2. To give an understanding and appreciation of 
the game from the viewpoints of participant 
and spectator. 
3. To develop the physical skill s, stamina and 
high degree of coordination and cooperation 
required of participants in the game. 
B. Instructional 1'·1aterials • 
1. Gymnasiun - 74 to 94 feet long by 42 - 50 feet wide; 
22 feet minimum overhead clearance; 10 feet clearance 
from outside obstructions preferred. 
2. 2 backboards and baskets - minimum requirement. Desir-
able to have additional baskets and backboards to allow 
for more practice space and possibly two short courts 
across t he gymnasium. 
3 • . 4 basketballs - minimwn requirement. 
4. Ball cleaner - for leather covered balls. 
5. Pi nnies , 
6. Scorebook and stopwatch. 
7. Skill and la10wledge tests. 
8. Visual Aid materials. 
9. Reference materials. 
0 . Delimi tation of the Unit • 
1. Catching.* 
2. Passing. 
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a. chest •* 
b. one hand underhand •* 
c. two hand underhand.* 
d. one he.nd shoulder.* 
e. two hand shoulder•** 
f. bounce pass•* 
g. two hand overhead.* 
h. backward pass•*** 
i. hook pass •*** 
3. Limited dribble and/or bounce.* 
4. Pivots and reverse turn. * 
5. Goal shooting. 
a. chest shot.* 
b. tv10 hand overhead •* 
c. layup shot •* 
d. hook shot•*** 
6. Foul shooting. 
a. chest shot•* 
b. underhand shot,* 
7. Jumping. * 
8. Guarding technique. 
a. opponent with ball.* 
b. opponent vli thout ball.* 
9. Rebounds and interceptions. -lC·* 
10. Defensive team techniques. 
a . player-to-player defense.** 
b. zone defense •** 
(1) set zones • 
( 2) shifting zones • 
(3) combination shifting zones and player-to-
player .**"1.-
11. Offensive team techniques. 
a. center plays~* 
b. out-of-bounds plays?* 
c. screen and other floor plays •** 
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12. Relays and leadup games.* 
13. Simplified rules and scoring . * 
14. Position play and tactics. ** 
15. Timing and scoring . ** 
16. Regulation basketball. ** 
17. Officiating.. **.J<· 
· 18. Skill and knowledge tests. * 
D. Incidental Learning Products • 
Enjoyment of playing; development of. sportsmanship and 
social skills through the necessity for close team coop-
eration; development of the ability for quick thinking 
and planning; respect for t he officials and rules; learn-
ing to time, score and off iciate a regulation game of 
basketball. 
E. Visual Aids • 
1. Technique charts .. 
a . NSG\'/S Sports :~ echnique Charts • 
13 sport s inc1uding basketball. $1.50 per packet. 
Charts not sold separately. Nat'l Section for 
Girls and 'Vlom1~n' s Sports, 1201 Sixteenth St., N. W., 
Washington 6, D. C. 
2. l!' ilms and filmst Jrips. 
a. "Basketball for Girls", 1948 film 
(1) Fundament al Techniques 
( 2) Game Play 
sound, 10 minutes each film, $50 each, no rental, 
Coronet Instructional Films, Inc., 65 East South 
Wat er St., Ch:Lcago, Ill. Check also state and 
local film libraries. 
b. "Girls Basketball for Beginners", 1950 f ilm, 
20 minutes, black and white, $75, no rental. 
Burnford, l'\ilrn Production, 1431. i~~ arner Ave., 
Angeles, Calijf . · 
c. Boys 1r ec1:miqu,e J!1ilms. 
sound, 
Paul 
Los 
(1) "Shooting in Basketball", 10 minutes. 
(2 ) "Ball-handling in Basketball", 10 minutes. ( 3) "Defensive footwork i n Basketball", 11 min. 
rental $1.50, sound , regular and slow motion, Ency-
clopedia Britannica Films, Inc., 1150 Willamette 
Ave., Chicago 1, Ill. 
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d. "Beginning Basketball 11 , 1949, filmstrip, color, 
10 minutes. 
silent with guide $40.25. 
silent with record $54.50. 
Athletic Institute, 209 So. State St., Chicago, 
4, Ill. 
e. "Basketball .d.,.Ues for Girls'', filmstrips, second 
edition, S24 for set of six in color, Nat'l Section 
for Girls cmd ,,>/ omen's Sports, 1201 Sixteent h St., 
N • ·\'! • , V.J ashingt on 6 , D • C • 
P. References. 
1. Teacher references. 
a. )'Ieyer, I1Iar garet and Nargueri te Schwarz, Team Sports 
for vi omen, d . B. Saunders, Co., Philadelphia , 1947. 
b. Frymir, A., and :r~1 . Hillas, :~ earn Sport s for \'iomen, 
A. s . Barnes and Co., New York, revised, 1942. 
c. Seaton, Don Cash, Safety in Sports, Prentice-Hall 
Inc., New York , 1948. 
d. Powdermaker, 'rherese, tl;l.ysical Education .lax_ Ac-
tivities for Girls in _Junior and Seni or High 
Schools , A. S. Barnes and Co., New York , 1938. 
e. Scott, M. Gl adys and Esther French , Evaluation in 
Physical Education, C. V. i·iosby Co., St. Louis, 
1950. 
f. Lawrence, Helen B., and Gr ace I. Fox , Basketball 
for Girls a.nd Vlomen, NcGr aw-Hill Bo ok Co., Inc., 
New York , 1954. 
g . Ivleissner, \·i ilhelmina and Elizabeth i"!eyers, Basket-
ball f or Girl§., A. S . Barnes and Co., New York , 
revised 1950. 
h. Instructor's Guide, Basketball, ~1.75, At hletic 
Institute, 209 St. St ate St., Chicago 4, Ill. 
i. Sports Articles Reprint Series, Selected Basketball 
Art i cles, selections from. NSviA Guides 1936-1953 , 
Cal Papatsos, Editor. $1.00 1953 American Asso . 
for Health, Physical Educat i on and Recreat ion , 1201 
Si xteenth St., N.W., Washington 6, D. C. 
j. NSGVrB Basketball Guides, published annually, 50¢, 
articles on coaching , conditioning , team play, 
bibliographies, etc. plus the current rules and 
changes. Nat'l Section f or Girls and Women 's 
Sports. 
k . Periodicals: AAHPER Journal; AAffPER Research 
Quarterly; Scholastic Coach; Recreation. 
1. Basketball Book - Scouting and Scoring , f ree, Hill-
yard Chemical Co., St. Joseph, Mo. and San Jose, 
California . 
2. Teacher - J:lupil :references • 
a. Seaton, D. C., I. Clayton, H. C. Leibee and L. 
li'Iessersmi th, ~?hysical Bducation Handbook, S econd 
edition, Prentice-Hall Inc., New York, 1954. 
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b. Physical Education for High School Stude11ts, 
American As so~~. for Health, Physical Education and 
Recreation, 1:201 Sixteenth St., N. 11'1 ., i~v ashington 
6, D. C. 
c. Sports booklet, Basketball, 50¢, Athletic Institute, 
see above. 
d. NSGWS Guides. 
e. Basketball Hints, Hood Rubber Co., 'l'latertovm, r:iass, 
send for pamphlet price. 
f. Basketball Techniques, Howard Hobson, ~rhe Seamless 
Rubber Co. , New Haven, Conn., send for pamphlet 
price. 
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ORIENTATION PHASE 
HI STORY OF Bt2KETBALL: 
Basketball is one of the few sports of purely American 
origin. It was first played in 1892 at Springfield College, 
Nass . where Dr. James Naismith introduced it as a fill-in 
sport betvTeen football and baseball. Originally, basketball 
was a rather wild free-for-all between teams with nine to 
fifty on a side. A football was thro~<m around, trying for 
goals made of peach baskets. 
Refinements in the game came soon after its invention, for 
basketball became a very popular activity almost in~ediately. 
Though at first it was a collegiate activity, it soon found 
its way into the secondary schools. At the present time, 
basketball has become a game of vital interest at the element-
ary l evel with the inception of uBiddy Basketball", a junior 
version of the adult game with small baskets, a smaller ball 
and diminutive players. From its rather wild beginnings , 
basketball has progressed to become one of the most popular 
spor ts in the country with thousands of players and more 
thousands of spectators. It has also developed a professional 
aspect, comparable to major league baseball, with seasonal 
tournaments drawing large numbers of people to places such as 
the l'•ladison Square Garden in New York. Its popularity has 
also spread abroad and has resulted in its inclusion as one 
of the Olympic games. 
Basketball for girls was first organized in 1899 and the 
first guidebook of rules was published in 1901. The girl's 
game, too, has been refined to respect the safety and physical 
capaci ties of the players. The rules are almost continual ly 
being revised and/or cla~mified under the supervision of the 
National Section for Girl's and Women's Sports, a branch of 
the American Association for Health, Physical Educati on and 
Recreation. Thi s group with its affiliated state and local 
boards also conducts officials and players clinics, examines 
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and rates officials and offers various technical services to 
officials and coaches. 
\/omen's basketball, in general, is not as highly compet-
itive as is the sport for men. Few sections of the country 
sponsor girl's leagues and tournament play, though this prac-
tice is often found in adult groups such as the YWCA and 
various industrial and recreational leagues. Competition be-
tween classes, home rooms, etc. at the secondary school level 
is advocated for girls, thereby lessening the tension and 
promoting participation for the many, rather than the few • 
. 
There are , however, other schools of thought on this point. 
NATDtlli OF Th~ G~ill : 
The game of basketball for women is a two court game, 
played by teams of six players each, three forwards and three 
guards. The forwards of one team and their opposing guards 
are restricted to one-half of the court. The court markings 
and player positions are shown in the accompanying diagram. 
)C 
L~ 
-
ff'----------------~ 
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The ball may be thrown, batted, bounced or rolled from one 
player to another, the purpose being to score as many points 
as possible in the given time by throwing the ball into the 
opponent's basket. A field goal, or one thrown from anywhere 
on the half-court, counts two points. A free throw, awarded 
for a foul, scores one point. The game is started with a 
center throw-in to the team winning the toss of a coin. This 
method is also used to restart play following a field goal, --' 
the ball being given to the team against which the goal was 
scored. 
The game is played in four eight minute quarters, with a 
t-vm minute time-out between qu2.rters and ten minutes between 
the first and second halves. 
Basketball is a popular sport which ce..n be played in any 
school which has access to a gymnasium or larg e hall. It 
requires few players and little expense for equipment and 
maintenance. The game claims a wide age rru1ge of participants 
and has enough spectator appeal to make it one of the most 
popular sports today. 
DIGEST OF RULES : 
Note: The NSG\vS rules are revised annually, 1r1hich may make 
for inaccuracies in the digest which follo w·s. The 
rules as given here are only some of the major ones, 
listed with fev.r details, so as to keep the general 
nature of the original rules. The current Rules 
Guide should be consulted annually. 
1. Teams. 
a. Each team consists of six players, three forvmrds 
and three guards. A team is disqualified if less 
than five members are available to play, but it / 
may play with only five. 
b. One player of each team is the captain. If the 
captain leaves the court, she must appoint another 
player to be the acting captain on t he floor. 
2. Time of game. 
a. Four 8 minute quarters. 
b. Two minutes between quarters. 
c. Ten minutes between halves. 
.............. -------------------------------
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d. Three one minute time-outs per game per team. 
e. Time is out and the ball is dead for -
(1) all fouls. 
(2) jump balls. 
(3) injuries and suspensions. 
(4) time-out called by the officials. 
3. Scoring. 
a. T~10 points for a field goal from play on the court. 
b. One point for the free throw following a foul. 
c. Tie games may be played off in extra two minute 
periods. 
4. The game. 
a. The center throw. 
(l) The ga.rne is started by a center thro1,r from the 
referee to a forward standing in the center 
circle. All other players must remain .outside 
the six foot restraining circle and in their 
respective halves of the court until this for-
ward has released the ball. 
(2) Following the center throw, there must be two 
completed passes before a fon;ard may attempt 
a goal. 
(3) Following a field goal, the team scored against 
receives the center throw. 
b. Handling the ball. 
(l) A player may roll, bat, bounce or throw the 
ball to another player or shoot for goal. 
(2) A player may advance the ball by means of a 
bounce, limited dribble or juggle. 
(3) A player may hold the ball 3 seconds on the 
court, 5 seconds out-of-bounds and 1 0 seconds 
for a free throw. 
c. Jump ball. 
(1) The ball is put in play by a tossed ball in the 
center of the nearest restraining circle when 
the following occur: 
(a) tie ball. 
(b) double violation. 
(c) doubt as to which player sent a ball out-
of-bounds. 
(d) when two opposing players send a ball out-
of bounds. 
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(e) when the ball is held in tie across the 
division line 
(f) at center following a double foul, after 
the free throws have been taken. 
5. Violations. 
a. Holding the ball more than 3 seconds on the court, 
5 seconds out-of-bounds and 10 seconds for a free 
throw. 
b. Traveling. 
c. Stepping on or over the division line, side lines 
or end line vThen in possession of the ball. 
d. Tapping the ball twice on a jump ball. 
e. Handing or kicking the ball to a teammate. 
f. Causing the ball to go out-of-bounds. 
g. fhrowing for basket before two completed passes 
have been made from center. 
h. Throvl for own basket while playing guard. 
i. \!fhile making a free throw, touching the floor on or 
beyond the free throw line before releasing t he ball. 
6. Penalties for violations. 
a. For all violations, the two following exceptions 
noted, the ball is given to the opposite team out-
of-bounds at the side line. 
(1) If a player causes the ball to go out-of-bounds 
at the end line, the ball is put in play from 
that point. 
(2) A jump ball is called for a double violation. 
7. Fouls. 
a. Personal fouls. 
(1) Blocking - personal contact impeding the pro-
gress of an opponent not in possess-
ion of the ball. 
(2) Charging - personal contact with an opponent by 
a player who is holding the ball. 
(3) Obstruc-
tion - personal contact impeding the pro-
gress of player in posses sion of 
the ball. 
(4) Guarding holding , pushing, tripping. 
with per-
sonal 
contact 
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(5) Tagging- repeatedly touching opponent with 
hand, elbow or body. 
(6) Unnecessary roughness. 
b. Technical fouls. 
(1) Overguarding the ball by deliberately placing 
the hands on it after it has been secured by 
an opponent. 
(2) Snatching or batting the ball away from an 
opponent. 
( 3) Threatening the eyes of an opponent. 
(4) Delaying the game - too many time-outs, stay-
ing within 3 feet of an opponent who has t he 
ball out-of-bounds. 
(5) Boxing up - in which the player with the ball 
is between two opponents and is unable to 
execute a successful pass or shoot for goal. 
The extra guard is called for boxing up. 
(6) Unsportsmanlike conduct. 
8 . Penalties for fouls. 
a. For all fouls, the penalty is a free throw. 
b. If a foul is committed against a forward who is in 
t he act of shooting for a goal, or has already re-
leas ed the ball on a try, the goal, if made , counts 
and she receives a free throw. If the basket is 
missed, she is given two free throws. 
c. A player is disqualifi ed after committing 5 fouls 
or a single disqualifying foul. 
9. Substitutions. 
a. Substitutes may enter the g ame on any dead ball , 
but must report to t he scorer and be recognized by 
t h e umpire before so doing. 
b. A ;,Player \-rho has left the game, unless disqualified, 
may re-enter the ga~e any number of times. 
TERll'liN'OLOGY: 
l. Banke~ shot - a shot aimed to bounce off t he backboard 
into the basket. 
2. Bounce 
3. Cutting 
- a tactic in which a player throvrs the 
ball to the floor and catches the re-
bound, having run a few steps for 
distance. 
- a sharp change of direction , usually 
toward the basket. 
3. Dead-ball 
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- a ball which is temporarily out of play. 
Time is not out unless signaled for by 
an offi cial. 
5. Feint - pretending to pass or move in one di-
rection, followed by a quick shift to 
t he opposite direction; a f ake movement. 
6. Juggle -tos sing the ball over the opponent's 
head and catching it on the other s ide; 
a weak, rarely used tactic. 
7. Jump ball - a means of putting the ball into pl ay 
by tossing it up for a tap between two 
opposing players i n one of t he three 
restraining circles. 
8. Keyhole - the fre e throw circle and lane; some-
times called the "bucket". 
9. Lay-up shot - a close shot for goal, banked off the 
backboard. 
10. Limited 
dribble 
11. 
12. 
13. 
Pivot 
Pl ayer-to-
player 
defense 
Restraining 
circles 
a t a ctic in which the player bounces 
- the ball to herself twice, t he impetus 
fo r the second' bounce beine iven wi th 
one hand. 
- a maneuver i n which a player holding 
t he ball t akes any number of s teps in 
any direction with the same foot , the 
other foot, ca lled the pivot f oot, re-
maining in its original pl a ce on the 
floor. 
defense in which each guard i s res pons-
ible for a specific forward and s t ays 
- with t hat f orward at a.ll times. 
t he circle with the six foot r adius a t 
- center ru1d t he free t hrow circles. 
14. Ri m shot - a shot for goal aimed at the near r im 
which does not strike t he backboard. 
Used for long shots, free thr01-rs, etc. 
15. Screen play - in which one f orwar d protects another 
f rom t he guar ds so that the second f or-
ward may have a clear shot for g oal. 
16. Tr aveling - t aking more thru1 one step with t he ball 
without bouncing , j uggling , passing, 
etc. 
17. Zone defense- a defense i n which each guard i s respons-
ible for a section of the floor and 
guar ds whichever forwar d comes into that 
section. 
............. ----------------------------
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TIP:3 ON POSITION PLAY .AliJD STRATEGY : 
f.'Iany books have been written on basketball strategy, each 
presenting a new "system" of offense or defense designed to 
outwit the opposing team. Each team, however, develops its 
o-.;·m system, combining perhaps the techniques of many groups 
to fit the age and skill of its players. 
One mistaken idea among beginning players is t hat the 
guar ds are players v.rho can't shoot well enough to be forwards. 
Both f or-vrar ds and guards must be expert in their defensive 
techniques, for very often the fo~vards can regain control of 
the ball without allowing it to cross the division line. All 
players must master the fundamental skills, . to which the for-
wards must add goalshooting techniques while the guards must 
master interceptions and the art of preventing the opposing 
forwards from scoring. 
A successful team is one who can use the basic skills 
automatically and concentrate on rapid plays to out-m~~euver 
t heir opponents. The players should know thoroughly a limited 
number of set floor plays to use in given situations, yet not 
be so "play-conscious" that they become helpless when fe.ced 
with unusual situations requiring s plit-second decisions. 
1dhile all players must have the ability to move about the 
floor quickly, this is especially true of the forwards, for 
they must take advantage of momentary openings to go in for 
quick shots. The forwards must be fast, aggressive, able to 
shoot while moving and quick to capitalize on sudden opportun-
ities. Obviously they must be masters of the free throw, for 
games are won or lost too often at the foul line. The for-
wards t ake out-of-bounds plays quickly and a re i n constant 
motion to upset the defenses of their opponents. They should 
have a good knowledge of guarding techniques so that they can 
shift immediately to an eff ective defense when they lose the 
ball. 
Height is an advantage to guar ds though not vital. Tall 
for"t-mrds have a tendency to rely on t heir height and can often 
be outsmarted by a medium height guard who can jump well. 
............ __________________________ _ 
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The guards must have endu:rance and determination in cover-
ing their opponents. They play the ball rather than the 
perc:on, yet never allow a forward to slip in behind them near 
the basket. When the guards get the ball they shift quickly 
to offensive play and work the ball away from their basket up 
to their own for\vards. Both the foT\vards and guards · should be 
expert in getting shots that rebound from the backboards, for 
the .control of the grune lies in the control of the backboards. 
The team that is best at recovering the rebounds will use a 
minimum of defensive play and have the maximum of scoring 
opportunities. 
Basketball is a game requiring a great deal of skill, 
stamina and fine coordination, for the ball is in cons t Hnt 
motion in a r elatively small area. It moves quickly and is 
extremely popular for both participants and spectators with 
its intense action, r apid scoring and exciting situations. 
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Laboratory Phase 
Core .Activities: 
This portion of the unit is devoted to drills and game 
adapt ations tha t may be used to teach the specifi c skills as 
given i n the delimi t ation. 
The diagrams used in presenting t he suggested drill s apply 
to only one s quad, it being assumed that each class will be 
divided into several such groups. The symbols belo·N are used 
to denote t he progress of the players and the ball. 
F = forward ; G = guard ; X or 0 = player; -----• = path of ball; 
= path of player; ~ = pivot; ~~ = bounce to self. 
A. Skill drills 
1. Catching . 
a. In catching the ball, the fingers should be curved 
and relaxed, the hands meeting the ball away f rom 
the body and pulling it in to absorb the shock of 
contact. The techniques of catching should be 
included in all early pass ing drills. 
2. Passing . 
a. Us e. 
(1) The type of pass used depends upon t he situa-
tion at hand , vihether it is desirable to pass 
high or l ow , short or long , etc. The drills 
which follow may be used for various t ypes of 
pas s es a s noted. 
b. Drills . 
(l) Circle f ormation, players 10 to 15 feet apart. 
Pass ball to left using various t ypes of 
passes. Reverse direction to t ea ch use of 
left hand on one handed passes . ass across 
circle. 
(2) Double columns f acing each other . Pass across 
open space. Can be made compet i tive by count-
ing the number of successful passes in one 
minute . 
(3) Circle formation , leader in center. Jog 
around circle, pass i ng between players and 
leader . Do not us e a bounce. Stress ureven-
tion of traveling . Change leader and direc-
tion of running frequently. 
(4) 
(5) 
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Double columns f acing . ?;1 passes to X2 and 
runs to X2's position. X2 passes to X3 and 
runs to X3 's position. Repeat with colunu1s 
farther apart, rurming to meet t he pass . 
r.r eaches the "give and go''. 
~· 
11
x( 'l..s X7 
I I I 
: / I 
I I I 
• X.Z. X4 X" ~a 
'rhree columns f acing the same direction. This 
drill is known as the "Fi gure 8" or "grape-
vine", and stres ses accuracy , s peed i n pass-
ing , timing and "soft" passes - those pa s s ed 
easily to a player moving in tm'iar d t he passer. 
x, x, 
x.,. 
Ball starts at center with X2. 
and X3 rU!l forward, X3 cutting 
to receive a pass from X2. Xl 
center f arther down the court. 
At "go", Xl 
towar d center 
cuts toward 
X2 passes to X3, runs behind her and cuts in 
down the floor from Xl. X3 now pass es to Xl, 
runs behind her, down the court from X2. Play 
continues in thi s f ashion, t he ball taking a 
slight zig zag pattern dovm the center of the 
court, the players taking a weaving course 
from one side to t he other. 
Points to stress: 
Don't "fire" the ball at your r eceiver . 
You will always receive from t he s ame 
person and s end to the other. 
Follow this pattern - receive, pass, run 
behind receiver, cut to center. 
Footwork - jump and receive, step, jump 
and pass. 
Thi s drill is useful for teaching short, easy 
passes by r apidly moving players . I t may also 
be work ed into a set play when a guard re-
ceives the ball out-of-boU!lds near the center 
of t he end line. 
(6) 
(7) 
(8) 
Bacbvard pass. Single column. 
player in turn toward the rear. 
sides. 
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Pass to each 
Pass to both 
Be.ckward pass. Single column formation. 
Leader 10 feet to the right. Xl feints to 
the left, does a front pivot, runs to the 
right and receives a backward pas s from the 
leader. Xl replaces the leader who go es to 
the end of the line. Repeat to t he left. 
~.,... 
)C, 
)(-. 
x., 
L 
I 
' 
Hook pass. Double columns facing the same 
direction. Leader in front of the receiving 
column. Xl runs forward, receives pass from 
leader, hook passes back to X2. Xl replaces 
leader, who goes to end of receiving l ine. 
X2 goes to end of passing line. Progress to 
bounce and hook pass. Add a stationary guard 
to force use of hook pass. 
XI' x, 
XJ X+ 
x, x~, 
I .... ~ 
.. --
.......... 
............. &.. 
c. Progression. 
d. 
(1) Demonstrate and explain each type of pass as 
(2) 
(3) 
( 4) 
Tips 
(1) 
(2) 
introduced. 
Practice passes from stationary position. 
Use running drills. 
Use in scrimmage situations. 
on passing. 
For the chest pass, keep the elbows close to 
t he s ides, the thumbs behind the ball. 
A l ate release on a t wo hand underhand means 
a high looping pass. 
(3) On underhand and overhead passes, a step 
for\v-ard will direct the ball straighter and 
more accurately. 
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(4) In bounce passes, hit the floor a little 
more than half way to the receiver, so that 
the rebound may be caught at waist height. 
(5) A bounced ball will rebound at about the 
same angle at which it hits the floor, so 
reduce the angle for long passes, if such a 
pass must be used. 
(6) The hook pass is very difficult for girls 
because of the size of the hand, so support 
the ball against the forearm of the throwing 
arm. 
(7) Short, quick passes speed up play; long 
passes slow it down and are more easily 
intercepted. 
(8) Pass slightly ahead of a moving teammate. 
(9) Pass easily to a teammate running toward 
the ball. 
(10) Receive the ball in motion. A stationary 
player is easily guarded. 
(11) Pass the ball so that it can be received at 
about chest height where it will not be so 
easily fumbled. 
(12) Pass immediately following a pivot or 
bounce. 
(13) Guards should never pass across their oppon-
ent's goal. 
( 14) Nany of the passing techniques are also used 
as shots for goal. 
3. Bounce and/or limited dribble. 
a. Use. 
(1) For an individual to advance on the court 
while retaining the ball. 
(2) Allow time for teammates to reach more 
strategic positions. 
(3) To precede a layup shot close to the basket. 
(4) The limited dribble is simply two bounces 
to one's self, the impetus for the second 
bounce being given with one hand. 
b. Drills. 
(1) Shuttle formation. l<'irst player dribbles and 
passes to player opposite. Progress to hav-
ing receiver run to meet pass. 
( 2) 
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Double columns facing each other. "Pepper" 
drill. Xl dribbles and passes to X2 who 
runs for\-rard to meet the pass. X2 dribbles 
and passes to X3 and so on down the line. 
As soon as a player gets the ball, her re-
ceiver starts forward. Can be made compet-
itive by counting the number of successful 
passes in one minute or seeing which group 
can continue for the longest time without 
fumbling . 
c. Progression. 
(1) Demonstrate and explain. 
(2) Bounce with two hands. 
( 3 ) Use the limited dribble. 
(4) Work to increase the di s t ance covered by 
the dribble. 
(5) Receive on the run, dribble and pass. 
d. Tips on the dribble. 
(1) Unless being used as an approach to t h e 
basket, a pass is preferred to using t h e 
dribble. 
(2) Start the bounce from the waist level to 
prevent a high rebound. Hi gh bounces often 
cause traveling when the ball is "palmed" 
and carried when giving the second impetus. 
(3) The angle of t he bounce is determined by the 
distance to be covered. 
(4) To prevent traveling after a dribble, come 
to a jump stop. 
(5) To elude an opponent, pivot i mnedi a tely 
after a dribble. 
( 6) Never vmste time by bouncing '\·Ji t hout moving. 
4. Pivots s.nd reverse turn. 
(l) To gain a clear field for a shot or pass 
when guarded from in front. 
(2) To feint an opponent out of position or 
give protection to a forward in a screen 
play. 
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b. Drills. 
c. 
(1) Single column formation. Xl dribbles, comes 
to a jump stop, fakes a pass, pivots and 
passes to X2. 
(2) 
(3) 
Circle formation , players facing clock-vrise. 
Xl pivots and passes to X2 and play continues 
thus around the circle. Use various pivots 
and turns. Reverse direction of the ball 
frequently. 
~" \ )( 
\ 
\ 
/~ 
I! 
--.... x 
X 
Screen play. Pairs. Xl dribbles i n for 
layu~ shot, comes to a jump stop and fakes. 
X2 .haa £ollowed her in closely. Xl pivots 
and passes to X2 and stands slightly crouched 
with arms extended to act as a protective 
screen for X2 who shoots for goal. Practice 
from various angles, with end \vi thout oppo-
sition. 
Progression. 
(1) Demonstrate and explain the vari ous pivots 
and turns as introduced. 
(2) Practice from stationary position on signal. 
(3) Run, stop , pivot. 
(4) Dribble, stop, pivot, pass or shoot. 
d. Tips on Pivots and turns. 
(1) ICeep the weight lm-;r by bending the lr..nees. 
(2) Keep t he pivot foot in contact with the 
floor; do not drag it. 
(3) Pass i mmediat ely after t he pivot. 
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(4) Become skilled in all types of pivots and 
turns. 
( 5) Always pivot a-v;ay from an opponent. 
(6) Practice the pivots and turns with drills 
using t he pass and dribble. 
5. Goal shooting. 
a. Use. 
(1) To score a field goal for two points. 
(2) The chest shot is most useful for a longer 
shot or when unguarded. 
(3) The two hand overhead is used when playing 
almost directly beneath the basket and close-
ly guarded. 
(4) The layup is used by a forward who receives 
a pass while cutt ing sharply toward the 
basket and close to it. 
(5) The hook shot is most useful when closely 
guarded and vrhen the side can be turned 
toward the basket. It may also be used when 
moVing away from the basket. 
b. Drills. 
(1) I nformal spacing around basket . Players 
shoot for goal with varyi ng distances from 
and angles to the basket. Us e different 
types of shots applicable to the distances 
and angles. 
(2) Two columns, one line coming in toward t h e 
basket from each side at about a 45 degree 
angle. Xl dribbles and shoot s a layup shot. 
X2 retrieves the ball, passes to X3 and goes 
to t he end of the shooting line. Layups 
should be practiced from many angles of ap-
proach to the basket. Progres s to have the 
shooting player receive the pass on the run 
from the retriever. 
( 4) 
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Hook shot. Shuttle formation across 
basket. Xl dribbles and takes a. hook shot 
as she crosses in front of the basket. X2 
recovers the ball and passes to X3. Pre-
cede by stationary shooting . 
)( .. 
>::J x,l 
.XJ 
Players form semicircle around and cl ose to 
the basket. Practice overhead shots. Pro-
gress to having the ball passed in from out-
side for an overhead shot. 
c. Progression. 
d. 
(1) Demonstrate and explain each type of shot as 
introduced. 
( 2) Practice from a stationar y position near the 
( 3) 
( 4) 
(5) 
Tips 
(1) 
(2) 
(3) 
( 4) 
basket. 
Dribble and shoot. Receive a pass and shoot. 
Shoot from a greater distance. 
Receive a pass on the run, bounce and shoot. 
on goal shooting. 
Give a high arch to all shots except very 
close ones. The peak of the arch should be 
closer to the basket than to the player. 
:E,ollow through on each shot with the a rms and 
body projecting toward the basket. 
Shots taken from near t he end line have a 
lesser degree of accuracy than those taken 
from the more f orward angles to the basket. 
Shots taken from near t he end l ine or from 
directly in front of the basket should be rim 
shots. For all others, use the backboard for 
banked shots. 
(5) The mechanics of most shots for goal are the 
same as passes of the same type as hook and 
chest shots and passes. 
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(6) Layup shots should be r eleased close to the 
backboard at the peak of the jump. Players 
should strive to jump high and straight up-
ward rather than forward. 
(7) A layup shot should strike the backboard 
above and to the outer side of the basket on 
the shooter's side. 
6. Foul shooting. 
a. Use. 
(1) To take the free throw awarded after a foul. 
b. Drills. 
(1) Practice can only be taken from the free 
throw lines in front of each basket, which 
points out the desirability of having several 
side baskets in the gymnasium. 
(2) Foul shooting can give good practice in recov-
ering rebounds for players not at the foul 
line. The retrieving player recovers the 
ball, pivots and passes to the forward at the 
line. 
(3) Many coaches prefer to have their players 
take 5 to 10 free throws consecutively. Some 
prefer that their players take only two at a 
time as would be the conditions in a game. 
c. Progression. 
(l) Demonstrate and explain the chest and under-
hand techniques of foul shooting. 
(2) Beginning players should become familiar with 
both techniques. Whichever each player uses 
to the best advantage should be adopted by 
her and practiced continually. 
d. Tips on foul shooting. 
(1) Keep the eyes on the rim of the basket, hold 
the breath and shoot. 
( 2) Project the arms and body forward and up-o;vard 
behind the shot to give it height. 
(3 ) Arch the ball for a clean drop through the 
basket without hitting the rim. 
(4) If the ball goes to one side of the basket 
consistently, drop the opposite foot back a 
little. Check also for even power of the 
ar ms during the shot to prevent a slight 
side spin. 
7. Jumping . 
a . Us e. 
(1 ) Recovering rebounds. 
(2) Jump ball. 
(3) Interceptions. 
b. Drills. 
97 
(1) Hang 10 to 15 pieces of string fro m the back-
board, each string a little shorter than the 
one before it. Players jump to touch each 
strong. 
( 2) On a blank w·all, mar k progressive heights on 
the wall with tape or paint, or paste a tape 
measure in place. A player stands next to 
the wall and makes a chalk mark at t he upper 
limit of her reach. Then she jumps as high 
as possible and makes a mark. I·11easure t he 
distance between the marks. Records may be 
kept of jump heights if jumping i s used as 
a daily warmup. 
( 3) Circle formation. One player in c enter for 
"Keep-away". Circle players throw high 
passes back and fo r t h across the circl e. The 
player in the cente:r· tries to intercept. The 
player throw·ing t he intercepted pass takes 
her place in the center. The passes should 
be kept at a r easonable height to allo·w some 
chance for interceptions. Bounce pas ses may 
also be introduced . 
(4) Single column formation facing batJket. Lead-
er t hrows t he ball at the backboard . Bach 
player in turn g oes for the rebound, pivot s 
and passes to the l eader. Al s o recover, 
pivot, dribble to side and pass. 
c. Progression. 
(1) Demonstrate and explain jumping techni que. 
(2) St a tionary individual practice. 
( 3) Practice jump balls, interceptions, etc. in 
drills. 
(4) Practice in game situations. 
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d. Tips on jumping. 
(1) Keep the eyes on the ball and time the jump 
carefull y. 
(2 ) Jump upward rath er than for\·:ard; retain the 
balance after landing to be ready for later 
play. 
(3) On a jump ball, practice tipping the ball in 
various directions. 
(4) After a guard r ecovers a rebound, she should 
pivot toward the sidelines and pass quickly. 
8. Guarding technique. 
a. Use. 
(1) To gUB.rd an opponent who does not have the 
ball. 
(2) To guard an opponent in possession of the 
ball. 
b. Drills. 
(1) Groups of four in restricted areas around the 
sidelines. 01 has the ball out-of-bounds 
guarded by Xl. X2 guards 02. 01 tries to 
pass to 02. Guards try to intercept the ball 
or make 01 hold it longer than five seconds. 
Change positions frequently. 
(2) Keep-away. Squads of six or eight, evenly 
divided into guards _and forwards. St art play 
with a jump ball. Each group tries to keep 
passing the ball among thems elves, t he other 
group trying to intercept. Do not allow 
dribbling. The players that are guarding 
should us e a player-to-player type of defense. 
( 3) Double column formation approa.ching the 
, basket. Fl dribbles tO\-lard the basket as Gl 
comes out to guard her. Fl pivots and passes 
to F2 who has a.pproached the basket at center 
court. F2 bounces and shoots. Gl shifts to 
guard F2 with the pass from Fl. If G2 moves 
too soon, Fl may shoot. All go in for re-
bound. 
c. Progression. 
(1) Demonstrate and explain stance and technique. 
(2) Practice with opponents moving slowly about 
the floor, changing direction frequently. 
(3 ) Practice in game situations. 
d. Tips 
(1) 
(2) 
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on guarding. 
\iatch the ball as well as the opponent so 
as to intercept the ball before it reaches 
the opponent. 
Move as the forward moves. Do not let a 
forward get in between the guard and the 
basket. 
(3) In guarding an opponent with the ball, keep 
the eyes on the ball. Ivlany beginners make 
the error of watching the opponent's eyes. 
(4) In guarding a close shot, keep the hands 
over but not touching the ball. Face the 
opponent squarely. 
( 5) An opponent \vi th the ball should be guarded 
closely. One without the ball should be 
guarded "looselyu, about three fet away, 
close enough to watch, but away enough to 
intercept passes to her. 
( 6) \'lhen a guard gains possession of the ball, 
she should never pass across the front of 
the basket she is defending. Instead, pivot 
away from that basket to·ward the side lines. 
( 7) Guards should know· 'VThen and how to shift 
against opponents using the screen play. 
9. Tips to forwards. 
a. Learn to shoot quickly and accurately from any 
position within the scoring area. 
b. The chart following shows the general accuracy 
of shots taken from different positions on the 
floor, as well as the type of shot used, banked 
or rim. 
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GOAL SHOOTING ACCURACY CHART 1/ 
(1) The short areas of angles III and IV pro-
duce the greatest percentage of successful 
shots. Banked shots are the most accurate 
from this area. 
(2) The least accurate shots come from angles 
I and II. 
(3) Rim shots have the greatest degree of 
accuracy from the short areas of angles I, 
II and V. 
(4) Generally, a rim shot will be more accurate 
from the longer distances, though a banked 
shot may be successful if thrown easily, 
arched and with plenty of back spin. 
10. Drills using combinations of skills. 
a. Single line approaching basket. First player 
out beyond foul line. Xl comes in at a full run, 
leader .passes the ball to her. Xl executes a 
layup shot, with or without a bounce. Repeat 
from various angles. Can be made competitive by 
trying to have 25 consecutive baskets made without 
missing. Each time a basket is missed the count 
starts over again. Or compete between s~uads to 
see which can make the most baskets without miss-
ing , possibly in a given time limit. 
llivieyer, Iviargaret and l<larguerite Schwarz, Team Sports for 
\'lomen, W. B. Saunders Co., Philadelphia, 1947, pp. 42-44. 
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b. Shuttle formation near side line. As X2 ap-
proaches, Xl passes to her and moves toward the 
side line. X2 pivots and passes back to Xl, who 
bounces and shoots as both cut toward the basket. 
Both try for the rebound. \fhoever recovers the 
ball passes it to X3 to continue the drill. 
x, 
r, 
c. For other drills , see the following section with 
relays and leadup games. 
B. Adapted ga~es. 
1. Skill relays. 
a. 
b. 
c. 
d. 
2. Si x 
a. 
b. 
c. 
Shuttle relays using pas ses, dribble, pivots , etc. 
Lay-up shooting relays. 
Consecutive g oals or passes in one minute. 
Circle relays \'Ti t h pas ses, or times relays. 
pass es and shoot 
Number of players - 6 to 24. 
Equ+pment - 1 basketball, pinnies . 
The game -
Boston Univer si t y 
School of Educat1 n 
Library 
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Divide the group into t wo teams, half of each 
team in each section of the court. There is no 
definite basket for either team. 
St art the game with a throw-in to the center 
circle. Each team tries to take six consecutive 
passes to score 1 point. After the sixth pass , 
they receive an unguarded shot for the nearest 
basket to score 2 points. If the basket is 
missed the ball remains in pl ay . 1 point is 
s cored for a foul shot. 
As the ball is passed from one member of a team 
to anothe-r · the referee calls the number of the 
pass . The pass does not count if it hits the 
floor. The ball may not be passed to the pl ayer 
from whom it was received. All other rules of 
basketball apply. 
d. Penalties -Violations, the opposite team t akes 
t he ball out-of-bounds. 
Fouls, the opposite team is awarded 
a· free throw. 
e. Variations - l<i i th a large group, have a t hird 
team replace the loser after each 
point. Assign three teams to one 
basket if the group is large and 
t here are several baskets in the 
gymnasium. 
3. Box Basketball. 
a. 
b. 
c. 
Teams 
Equipment 
J.;ineup 
, 
, 
IC 
}( 
- a large group game; any number 
divided evenly . 
- one basketball, pinnies. 
- 6 players in the field in regular 
basketball position. 6 on each 
sideline from the center to their 
own goal. The r emaining players 
are on the end. lin e, a s shovm in 
t he diagram. 
)t )t )t 1t. 
n , 
" 
,"' 
;;Q)t 
" 
.., 
" 
1t )t)( 
d. Game 
e. Rotation 
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- Start with a center throvl and use 
regular basketball rules. The 
players outside may be us ed for 
passes, but must throw the ball in 
again to the same player or a team-
mate. Side line players may recover 
rolling balls and pass them in. 
A ball pass ing over the center line 
must first be played by a side lines 
player. 
End line players may be used by their 
teammates on defense, and may pass to 
side lines player s . No side or end 
line player may enter the court. 
- Vlhen a basket is made, the 6 players 
in the field move off to the left 
side line and become side line play-
ers. The right side line players 
enter the field and take regv~ar 
positions. The first 6 end line 
players move to the right side l ine. 
f. Penalties - Violations, an unguarded throw from 
the spot where the violation occurred 
~ the ball may be given to a end or 
side lines player. 
Fouls, a free thro'\v is awarded. 
4. One Court Basketball. 
Lineup 
Rules 
Putting 
ball in 
play 
Rebounds -
Scoring 
as shown in diagram, 2 to 4 players on a 
team, preferably three. 
regulation basketball rules with adapta-
tions as noted below. 
Team 0 lines up behind the foul line, and 
receives one free pass to~orard the basket. 
There must be t wo completed passes before 
attempting a ba sket. 
if a shot for goal misses the ba sket and 
backboard, it must be started again f rom 
behind the foul line, before the attacking 
team may again shoot. The same procedure 
is follol'Ted if the defending team gets 
the rebound. 
two points for field goal, 1 point for 
free t hrow. After a field goal, the team 
scored against gets the ball behind the 
foul line. 
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Fouls the team fouled against retains the ball 
whether the f ree throw is made or missed. 
Play is again started from behind the 
foul line. 
X 
0 
5. V-B-B (Volleyball- Basketball- Baseball). 
a . 
b. 
c. 
d. 
e. 
f. 
Teams 
Equipment 
Lineup 
Batting 
team 
Fielding 
team 
Variation 
- ten to twenty-five on a side. 
- volleyball, softball diamond on the 
court, one end basket. 
- two to four shooters around the bas-
ket, fielders scattered. Hatting 
team behind home plate. 
batter hits using a volleyball serve 
- and circles the bases. If she fails 
to touch a base, she must run the 
entire circuit again. Score 1 point 
if not put out. 
must field the ball, ·Complete three 
- pas ses and then pass to any one of 
the shooters. The shooters try to 
make a basket before the runner cir-
cles the bases. This constitutes an 
out. The shooters stay in position 
for set shots. 
- if both boys and girls are playing, 
use girls as shooters one inning , 
boys the next. 
6. Twenty-one. 
a. Teams 
b. Start 
c. Game 
. )t )C 
0 
0 
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X 
)I 
)c 
- two squads of 4 or 5 players each. 
Use only one basket and half-court. 
- jump ball between any two .opposing 
players. 
- use regular basketball rules. Each 
field goal counts two points. The 
player making a field goal receives 
a free throw. If the throvr is good, 
she continues making them until she 
misses, then the ball goes into play. 
Each free throw· counts one point. 
The team first scoring 21 points wins. 
d. Variation - for informal play simply as shooting 
practice, each player may take a long 
shot, anything over fifteen feet from 
the basket, from any position on the 
floor she chooses. \'ihether the basket 
is made or missed, she recovers the 
rebound and takes a short shot from 
the point of recovery, either a set 
shot or layup. Each long shot counts 
2 points, each short shot counts 1 
point . The girl first totaling 21 
points wins. 
7. Ladder Climb. 
a. Teams 
b. Ladder 
c. Object 
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two squads of 5 or 6 players at each 
basket. 
- mark off "rungs" about 2 feet apart 
as shown in the diagram. 
a 
!. 
lR !! 
ooooo 
- t o get all players on a team over the 
top of the ladder by a successful 
shot from each rung. Each squad has 
a ball. Players take turns in rota-
tion, and alternate shots with the 
opponents. When a player makes a 
shot from Rung 1 her next shot v1ill 
be from Rung 2, etc. 
C. Optional related activities. 
1. Bulletin board activities. 
a. 3 by 5 inch cards showing player positions and 
movements for various center plays, out-of-bounds 
plays, etc. 
b. Cumulative scoresheet for daily foul shooting. 
c. Results of intramural games, foul shooting aver-
ages, etc. 
d; Results of skill and knowledge tests. 
e. Pictures and articles from current periodicals 
about basketball. 
f. NSG"vlS basketball technique chart. 
2. Hagnetic board. 
a. - The magnetic board is more useful than the black-
board for diagraming various plays. The figurines 
representing the players may be moved at will, and 
any t;ype of floor markings may be dra\m on the 
board. 
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3. The instructor compiles a series of cards, each hav-
ing four or five questions about basketball, together 
with the reference as to where the answers may be 
found. If a student is unable to participate in the 
class activity, is in need of discipline or is mcl{ing 
up a class, the answers to the questions are located 
an.d written out during t he class period. The cards 
are numbered and the instructor keeps a record of 
them to prevent repetition. A sample card is given 
in the a.pp endix. 
4. For classroom quiz sessions, each player is given a 
card with a question referring to a definite rule. 
The location of the answer in the rulebook is also 
listed. :8ach student reads t he question and answers 
it before the group . If the answer is wrong or 
questionable, the player looks up the rule and clar-
ifies any questions. 
Exchanging the cards through several sessions gives 
the players a chance to learn and clarify many rules 
that may escape them during play. '.l:his technique is 
especially helpful in training officials prior to the 
WNORC examinations. 
5. Have a student prepare an oral report on some phase 
of basketball, such as its history, new rules changes, 
etc. 
6. After careful preliminary preparation, have a student 
teach one or two elementary skills to beginning play-
ers. 
7. Score, time and officiate in class games. 
8. Score, time or officiate in intramural games. Intra-
mural games furnish an excellent training activity for 
those aspiring to become rated officials. Rules dis-
cussions coupled with practice on intramural or class 
games gives ideal learning situations. 
9. For skilled student officia:b:, it is very stimulating 
to give them the official WNORC rating examinations. 
For those that do very well, an opportunity should be 
given to try for their junior national ratings or · 
intermediate ratings. There are few, if any, sections 
that have a surplus of women officials, and the school 
environment may well serve to gain interest in refer-
eeing that some of the girls will carry on after their 
school days. 
10. Construct and use scouting charts. On a diagram of a 
court, mark the positions from which each field goal 
is attempted, and if it is made or missed. Use numbers 
or code letters to represent the players. Such a 
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chart may be used to compile field goal shooting 
averages and spot sections of the court that need 
more emphasis i n shooting drills. 
11. Using t he regular clas s periods, run off a foul 
shooting contest between home rooms, classes, etc. 
Individual percentages, total shots made or group 
averages may be used. 
.......... --------------------~-----
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Evaluation Phase 
Skill •r ests 
Hal f - li'Iinute Shooting .l/ 
Equipment: 
Regulation baskets and well-inflated balls. 
Test : 
The player stands at any position near the basket. At 
the signal "Ready! Go!", she starts shooting and continues 
until told to stop, trying to make as many baskets as possi-
ble in thirty seconds. If t he ball has left her hands when 
the signal to stop sounds, the basket counts, if made. Two 
trials are given each player. 
Scoring: 
The score is t he number of baskets made in thirty s econds. 
Record the better of the two trials. T-scales for high school 
girls are given in the source text. 
Passing.Y 
Equipment: 
.A. flat, unobstruct ed wall space at least 15 feet long and 
seven feet high, official basketball, stopwatch. 
Floor I•Tar kings : 
- 1" 71 lJra'i»T a ~ne -2 
t wo parallel lines 
lines being 3 feet 
feet from and parallel to the wall. Draw 
on the wall in the center of the space, the 
apart. Draw a line on the floor 15 inches 
to the outside of each line on the wall so t hey intersect the 
first line dr awn. This gives a path 5t feet wide from the 
first floor line to the wall. Mark the corners on the floor 
jjs cott, l':l . Gladys and Esther :P'rench, Evaluation of Physical 
Education, C. V. r~Io sby Co., St. Louis, 1950, pp. 79-80. 
y'Ibid., pp. 80-84. 
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A ana_ B, and opposite wall areas A and B a s shown in t h e 
di agram. 
WALL A 8 
FLOOR 7'6" 
8 
Test: 
A 
The player stands in a rea A with the ball in hand . On 
the signal, "Ready! Go! 11 , she throv;s the ball into wall area 
A, runs to cor ner B or beyond end r ecovers the r ebound. Re-
pea t from corner B, thrmdng to B on the wall, and continue 
as rapidly as possible. The player must s tay behind the 7t 
foot line a t all times and the thrO\-TS must be made 1->rhile in 
t he proper corner ar ea. The ball may not hit the center 3 
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foot area on the -vmll. Any type of throw may be used; any 
type of pivot or turn; no penalty for traveling . The ball 
may boQnce on t he floor any number of times. Three trials 
are given. 
Scoring: 
The score on each trial is the number of successful hits 
mad1a in the proper v1all area in the twenty seconds allow·ed 
for the trial. No throw counts if a line violation ha s been 
made. Add the scores for the three trials. T-scales are 
given in t he s ource text. 
NAME 
BASKETR~LL SKILL TESTS 
HALF- MI NUTE SHOOTING 
Tl T2 BEST TRIAL T-S 
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PASSING · 
Tl T2 T3 TOTAL T-SCOF 
BASY..ETBALL 
TEST I 
PART ONE: CQl.'lPLETION 
Directions: In the spaces provided on your answer sheet, write 
the answers to the following questions. No long 
answers are needed. 
1. lr!hen and by whom was basketball invented? 
~- · How did the early game differ from basketball as it is 
played today? 
3. vlhat is "Biddy Basketball"'? 
4. VJhat group makes up the rules for girls basketball? 
5. Other than for t he number of players, name one major 
difference betw·een men's and vmmen' s basketball. 
6. How many players are on a girls basketball team? 
7. How is basketball scored? 
8. Give at least tw·o techniques that may be used to pass the 
ball from one player to another. 
9. How much time is allowed for a player to take a free throw? 
10. How is the game started? 
PAR~r T\10: i•IDLTI PLE CHOICE 
Directions: I n the spaces provided on your answer sheet, print 
the letter of the phrase which best answers the 
question or completes the sentence. 
11. \ihich of the follovTing motions is illegal? 
a. Bounce and pass. 
b. Two steps, bounce and pass. 
c. Juggle and pass. 
d. One step, bounce and pass. 
e. One step and pass. 
12. 1.vhere was basketball first played? 
a. Syracuse University. 
b. Cornell University. 
c. Yale University. 
d. Springfield College. 
e. Amherst College. 
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13. 
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After a goal is scored, the game is rest~±tGt3 by -
a . a jump ball at center. 
b. the team scored against takes the ball out-of-bounds 
under the basket. 
c. the team scored against receives a center throw-in. 
d. the scoring team receives the ball out-of-bounds at 
the sideline. 
e. the team scored against takes the ball out-of-bounds 
at the side line. 
14. Basketball is played in -
a. four eight minute periods . 
b. four ten rn.inute periods. 
c. three ten minute periods. 
d. four six minute periods. 
e. . two fifteen minute periods. 
15. A shot for goal which bounces off the backboard into the 
basket is called a -
a. hook shot. 
b. chest shot. 
c. juggle. 
d. rim shot. 
e. banked shot. 
16. If a player in posses sion of the ball steps on the division 
line, the referee -
a. awards t he ball out-of-bounds to the opposite team. 
b. calls a jump ball. 
c. calls a personal foul. 
d. calls a teclUlical foul. 
e. allows play to continue. 
17. If a forward with the ball pushes it into her opposing 
guard, the result is -
a. the guard t akes the ball out-of-bounds. 
b. the guard receives a free throw. 
c. a forward of the guard's t eam takes a free throw. 
d. the fo~vard t akes a free throw. 
e. a jumpball betvTeen the guard and the forward. 
18. Which of the following is an i mportant point for guards 
to remember in guarding an opponent with the ball? 
a. Keep one hand on the ball. 
............. -------------------------
e . 
b. 
c. 
d. 
e. 
19. At 
a. 
b. 
c. 
d. 
e. 
115 
i•latch your opponent 1 s eyes. 
Keep between the forward and the basket. 
Stand still; make the forwa~d move around you. 
Watch other players who might receive the forward's 
pass. 
the end of the game, the score is tied. Hhat happens? 
The score stands. 
The game is played over at a later date. 
One extra 2 minute period is played and if still tied, 
the score stands. 
One extra regulation period is played. 
As many extra 2 minute periods are played as necess-
ary to break the tie or until other conditions are 
fulfilled. 
20. The ball is awarded out-of-bounds for which of the follow-
ing errors? 
a. Kicking the ball. 
b. Leaving the court without permission. 
c. Blocking. 
d. Obstruction. 
e. Boxing up. 
p AR11: THREE: MATCHING 
Directions: In column A are words with which you should be fam-
iliar. In column B are phrases which identify, 
describe or define the words in column A. In the 
space provided on your answer sheet, print the 
letter of the phrase in column B which is most 
closely associated with the words in column A. 
21. 
22. 
23. 
24. 
25. 
Column A Column B 
traveling 
screen play 
zone defense 
feint 
cutting 
A. 
B. 
c. 
D. 
E. 
F . 
G. 
H. 
I. 
a forward "guarding" a forward. 
draws an opponent out of position. 
each guard plays an assigned fo~1ard. 
directs play toward center. 
time out for injury. 
taking three steps with the ball. 
a reverse turn. · 
restricts playing area of guards. 
face-guarding an opponent. 
............ -------------------------
BASKETBALL 
TEST I 
.ANS\•/ER KEY 
P .ART ONE: OOiviPLETI mr 
1. 1892, Dr. James Naismith. 
2. unlimited teams, used a football, goals made of peach 
baskets. 
3. adapted game for elementary age players. 
4. Nat' 1 Section for Girls and Vl omen' s Sports . 
5. tvw court game for girls, men use unlimited dribble . 
6. 2 points for a field goal , one point for a free throw. 
7. six. 
8. thrmv, roll, bounce, bat (any t\'ro) 
9. 10 seconds. 
10. center throw-in. 
PART TWO: OOF!PLETION PART THREE : ri!.ATCHING 
11. B 21. F 
12. D 22. A 
13. a 23. H 
14. A 24. B 
15. E 25. D 
16. A 
17. 0 
18. c 
19. E 
20. A 
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13.ASKETBALL 
TEST II 
Directions: In the spaces provided on your answer sheet, write 
the answers to the following questions. No long 
answers are needed. 
1. 
2. 
5. 
6. 
7. 
8. 
9. 
10. 
vlhat type of shot is usually the most accurate when near 
the basket, provided the forward is not closely guarded? 
For what is the pivot used? 
:F'rom what sections of the court are the most baskets 
scored? 
What type of shot may be used when the forvrard is moving 
away from the basket? 
vlhen should rim shots be used? 
Hov1 can traveling be prevented in using the dribble? 
In passing to a tea.1mnate, w·here should the ball be aimed? 
~hat is a shifting zone defense? 
In which direction should the guards move the ball when 
they are on the offensive? 
Name one disqualifying foul. 
PART T\'lO; IVlULTIPLE CHOICE 
Directions: J!1or each of the following situations, shov1 vlha t 
the referee's decision should be using t h e code 
letters in the t able below. ~ rit e the code 
letter describing each situation in the s paces 
provided on the answer sheet. Answer items 21-25 
under t he JviNl'CHI .ti G section of the answer sheet. 
P .- ~ersonal ~oul J.- jump or to s sed ball 
T.- Technical Foul 
L.- legal, play continues 
V.- Violation, g iven to 
opponents out-of-
bounds. 
11. A pl ayer used the limited dribble then bounce pas ses to 
a teammate. 
12. A forward holds the ball four seconds on the center throw. 
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l 'l. ;>. As a forward pivots, tLe ball hits the arm of an opposing 
guard. 
14. A guard faces her opposing forward who does not have the 
ball. As the for'ivard moves, the guard does also, keeping 
behreen the ball and the forward. 
15. ·~vhile running after a loose ball, a Red guard accidently 
bumps into a Blue forward. 
16. After a Blue forl'rar d ha s received a pass, a 'ed guard bats 
the ball from her hends. 
17. A Blue guard keeps waving her fingers before the eyes of 
a Red forvrard vlho is trying for a basket. 
18 . On a jump ball, one of the players t&.ps the ball, then 
catches it before it hit s the floor. 
19. Two opposing guards hold the ball in tie across the divis-
ion line. 
20. The Red center f or;,vard received the throw-in and passes 
to her left forward who makes a bask et. 
21. On a jump ball, neither player t aps the ball. 
22. I n trying to intercept a pa s s , a guard accidently tips 
the ball out-of-bounds. 
23. A guard mak es a basket in her opponent's goal. 
24. A forward shooting for a ba sket is gua rded in f ront. 
Another guar d comes up and reaches over t h e fon;ard 1 s 
shoulders from the ba ck so that the for-vmrd cannot pass 
or shoot. The guard in back does not touch t he f orward. 
25. A guard follo \·Js her f orward around, keeping her fing ers 
on the f or1--rard' s elboi'T. 
PART ONE: CDr<lPLETION 
BASKETBALL 
TEST II 
.A.NS\IiER KEY 
1. lay-up shot (banked shot). 
2. feint; elude an opponent. 
3. short areas at 45 degree angles (approximate). 
4. hook shot. 
5. long shots, from near end lines or directly in front. 
6. lO'i"i bounce, jump stop. 
1. about waist or chest height. 
8. zones change according to position of the ball. 
g. up the side lines toward the division line. 
10. unsportmanlike conduct, rough play. 
P .AH.T TWO: J.'lf(.JI/J:IIPLI~ CHOICE PART THREE: JViA'rCHING 
11. L 
12. v 
13. p 
14. L 
15. p 
16. T Note: 
17. T 
18. v 
19. J 
20. v 
21. J 
22. v 
23. L 
24. T 
25. p 
As the basketball rules are revised 
annually, the answers dealing vii th 
specific rules should be checked in 
the current rulebook. 
As a third year examination, it is 
suggested that the national WNORC 
study questions or intramural exam-
ination be used. 
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SOFTBALL 
SOFTBALL 
Preliminary Teacher Planning 
A. General Statement of the Unit. 
Aims: 1. To teach the game of softball through 
progressive instruction in its component 
parts . 
2. To give an understanding and appreciation 
of a game vthich has become a national pastime. 
Its value is as great for the spectator as 
for the participant. 
3. To develop physical skills and other attri-
butes of healthful outdoor activity. 
B. Instructional Naterials. 
1. l?ield - A clear unobstructed ar ea vli thin a 200 foot 
radius of the home plate bet~een the foul 
lines. There should also be sufficient space 
behind home plate and outside the foul lines 
t o permi t some play on foul balls. 
2. 4 bats- varying weights and lengths, minimum require-
ment. 
3. 8 softballs. 
4. Catcher's mitt, mask and body protector. 
5. Fielder•s gloves. 
6. :B'irs t bftseman' s mitt. 
7. Rubber home plate and pitcher•s plate. 
8 . Canvas softball bases. 
9 . Extra base spikes and straps. 
10. corebook. 
11. Skill and knowledge tests. 
12. Visual Aid materials. 
13. Ref erence materials. 
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c. Delimitation of the Unit. 
1. Cat ching .*· 
a. Hi gh balls, hit or thrown. 
b. Low balls. 
c. Grounders. 
d. Flies . 
2. Thro,-ving . 
a. Overhand.* 
b. Pitchi ng . -l(· 
c. Snap.** 
d. Underhand vThip. ***· 
3. Batting . 
a. Straight batting .* 
b. Bunts.·** 
c. Place hitting . ·H--t:-
4. Individual defensive t actics. 
a. Tagging the runner.* 
b. Backing up.* 
5. Individual offensive tactics. 
a. Baserunning.* 
b. Le&.doff . * 
6. Leadup games and relays.* 
7. Team tactics. 
a . Position play. ** 
b. Defensive t actics. 
(1) Situation plays. ** 
(2 ) E'orce plays. ** 
( 3 ) Run-down. ·l<-*-l<· 
8 . c. Offensive t actics. 
(1) Stealing bases."*·*· 
(2) Sacrifice bunt.** 
( 3) Hit and run. *-l<·* 
D. Incidenta.l Learning Products. 
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Enjoyment of pl aying ; carry-over recreational value of 
the game; development of spectator interest; the develop-
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ment of social skills and cooperation necessary for 
eff'ective team play; development of respect for rules 
and umpires; formation of good health habits; development 
of the ability to score and umpire an official softball 
game. 
E. Visual Aids. 
1. Charts. 
a. NSG\.JS Snorts Technioue Charts. 
.. ~ 
13 sports including softball. ~1.50 per packet. 
Hot sold separately. Order from: :Rat '1 Section 
for Girls and Vi omen's Sports, 1201 Sixteenth St., 
N. W., 'l'iashj_ngton 6, D. C. 
2. Pilms and :E1ilmstrips. 
a. 11 8oftball for Girls", 1948, fundamental skills, 
sound, 10 minutes, black and vrhite - :$ 50.00, 
color - ~100.00, no rental. Coronet Instruc-
tional Films, Inc., 65 E . South ltlater St., 
Chicago 1, Ill·. Check also state and locel 
film libraries. 
b. "Baseball Fundamentals and Techniques", 1950, 
New York Giants, sound, 45 minutes. Black and 
white - $150.00, rental - Ss.oo. Ideal Pic-
tures Corp., 26 East 8th St., Chicago 5, Ill. 
c. "Beginning Softball", filmstrip or slidefilm 
sound (record) ~ 64.25; silent; $48.25 - kit 
includes film, record if desi red, instructor's 
guide and a student handbook. Order from: 
Athletic Institute, 209 So. State St., Chicago 
4, Ill. 
d. uFundamentals of Softball"; 16 mm. sound, one 
reel, 10 minutes, rental $2.00, Audio Film 
Center, 203 No. \·[abash Ave., Chicago 1, I ll. 
e. "Hits, Runs and Errors", 16 mm. sound, one reel, 
10 minutes, rent al $1.00, l merican Film Regis-
try, 28 E . Jackson Blvd., Chicago 4, Ill. 
f. "Fundament al of Softball Pitching" , 16 mm. s ilent 
only, 1_~ minut es, sale !Ui 24. 00 ,. rent al ~1. 00 , 
United World Films, RCA Bldg., Rockei'eller Cen-
ter, Ne-v; York City , 20, N.Y. Pitching for 
girls, includes slov1 motion studies. 
g . 11J?lay Ball", 16 mm., sound, 35 minutes, color. On 
loan f'rom Wilson Sport ing Goods, Advert ising Dept., 
2037 No. CampbelJ_ Ave., Chicago 47, Ill . 
h. 
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11Hitting in Baseball", 16 mm. soup.d, one reel, 
10 minutes. Sale - Encyclopedia brittanica Films, 
Inc ., 20 No. "acker ~ Drive, Chica~o 6, I ll. ~ental 
- black and vlhite, ~2.00, color <,jl4.00 , from .ldeal 
Pictures Corp ., 28 Bast 8th St., Chicago 5 , Ill. 
:B' . Heferences. 
1. Teacher references. 
a. 
b. 
c. 
d . 
e. 
f. 
g . 
h. 
i. 
j. 
Never, :Margaret and 1'1iargueri te Schwarz, :J:'eam 
Sports for ltl omen, 'd . B. Saunder s Co. , Philadel-
phia , 1947. 
lilrymir, A. and JI!I . Hillas , Team Snorts for \'/ omen , 
i1. . s. Bar nes and Co., Hew York , revised, 1942. 
Seaton, Don Cash, Safety in Sports , Prentice-
Hall, I nc., Ne1>J" York, 1948 • 
.Pov1dermaker , ':I:herese, I'hysical Education Play 
Activities for Girls in Sunior and jenior High 
Schools, A. s . Barnes and Co., Nevl York, 1938. 
Scott, M. Gladys and Esther French, Evaluation 
of Physical Education, C. V. l"losby Co ., St. Louis, 
1950. 
I( i tchell, Viola , Softball for Girls, A. S . Barnes 
and Co., New. York , 1946. 
Voltmer , E. P . and C. D. Voltmer , Nanua.l f or lt.th-
l etes, C. V. l"lOsby Co ., St. Louis , 1949. · 
Instructor's Guide, Softball, Athletic I nstitute, 
209 So. St ate St., Chicago 4, Ill. · ·s 2~00. 
NSGWS , Official Softball-Track and Field Guide, 
published in alternate years, Nat'l Section for 
Girls and Women's Sports, 1201 Sixteenth St . ,N. \1 ., 
·v'iashington 6, D. C. 
Periodicals 
AAHPER JOURllf.AL 
AAHPER Research Quarterly 
Scholastic Coach 
Recreation 
2. Teacher-Pupil references. 
a. Seaton, D. C., I. Clayton, H. C. Leibee, and L. 
I>less ersmi th, I'hysical Education Handbook, second 
edition, Prentice-Hall, Inc., New York , 1954. 
b. Physical Education f or Hi gh School Students, 
F~erican Ass 'n. for Health, Physical Education and 
Recreation, 1201 Sixteenth St ., N. VI ., \1ashington 
6, D. C. 
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c. Student's hru1dbook, Soft ball, Athletic Institute, 
209 So. St ate St., Chicago 4 , I ll. 50¢. 
d . Official NSG\VS Sof tball- 'rr ack and Field Gui de. 
e. Contact sporting goods compani es for possible 
f ree materials : 
or lov;r cost (1) Ra\vlings Sporting Goods Co., St.Loui s , No. 
(2) Wilson Sporting Goods Co., Chicago, I ll. 
( 3 ) Voi t Rubber Co. , New York 11, N. Y. 
( 4) £ifacGregor Sport s Equipment Co., Chicago, 
New York, and Los P~geles . · 
( 5) Hillerich and Bradsby Co., Louisville, Ky. 
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ORIENTATION PHiillE 
HIS ORY OP BASEBALL AND ITS O:E'FSPRING, SO:e"'TBALL: 
Although f or years there was considerable disagreement, 
the game of baseball is one of truly American origin. Some 
people claimed that its predecessors were English "cricket" 
and/or 11 rounders". The question was hotly argued until a 
co~nission appointed in 1907 investigated and decided that 
baseball was a strictly American game. 
Baseball was f irst played in 1839 , vlhen Abner Doubleday 
first organi zed a game in Cooperstown, N. Y. This small town 
in the Pinger I1akes r egion is no't'r the site of the 11 Baseball 
Hall of Pe..me", a sporting shrine housing relics of the game 
and it s frunous players. For s tudents of hi s tory, it is 
interesting to note t hat t hi s s ame Abner Doubleday lat er 
served as one of the Union generals in action at the battle 
ot. Gettysburg in the Civil Vl ar. 
Unlike ma;ny games , baseball has remained much as it was 
origi nally played. The rules have become more complex through 
the years, usually designed to combat some new invention of 
an enthusiastic player. For example, quite by accident, a 
pitcher named Willie Stricklan d wet his fingers before deliv-
ering the ball. The resulting "spitball 11 behaved so oddly 
and. was so diff icult to hit that modern pitchers are forbi dden 
to use it. 
Girls sta.rted playing baseball well before the turn of 
the century, for the ga..me caught on immediately and became 
extremely popular. The l ar ger, softer "indoor baseball 11 gave 
rise to what is now known as softball, and this is the game 
as it is played by girls and women. The shorter pitching 
distance and baselines are more adapted to the physical capac-
ities of women, although softball is played by many men, par-
ticularly in i ndustrial leagues. 
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1'oday, baseball is truly the "national pastime" w-ith 
literally millions of participants from the Little Leagues 
to the major profes sional players. Softball players can also 
be numbered among this vast playing pO~Julation for there are 
fe~>T differences between the games. The advent of radio and 
t elevision have served to increase the number of spectators 
to more millions. 
To attain such remarkable uopularity, a game must have a 
great deal to offer, both to players and spectators. Both 
baseball and softball can only be appreciated fully by play-
ing them and learning to understand the many tens e situations 
and exciting plays possible. Knov1ing the game brings an 
appreciation of our wholly American "national pastime". 
l'IATURB OF' THE GJUVlli : 
Softball is basically the same as baseball. It is played 
on a smaller diamond, but the positions and object of the ga~e 
remain the same. Roughly, the object is for a batter to hit 
the ball into the field in such a position that it cannot be 
caught before touching the ground, or that a fielder cannot 
throw it to first base before the batter gets there. This 
explana,tion of softball' s object cannot be accurate for there 
are many conditions i·lhich limit the saf ety of the runner and 
the actions of the fielders. Some of these limiting conditions 
are the number of out s , the number of baserunners and which 
bases they occupy, the score, the type of batter at the plate 
and many other factors. For reasons such as these, it is 
easy to understand v1hy one should play the game in order to 
fully appreciate it. 
Softball is played l•Ti th nine players on a s i de, ea ch tak-
in.Q' a position as shmvn on the accompanying diagram.11 The 
general area covered by each player is also shown. ··acrl team 
ha s a turn a t ba t i'lhich l a sts until three iJlayers have been 
put oui;. 
1/i'~ itchell, -viola , Softball f or Girls , A. S . Barnes and o., 
:N' ew York, 1946, p. 66. 
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~------- .... ,.., ........... _ 
,." -, . ....., 
, ' ~ CENTE.R HELPER ' 
/ ' I 
To those a lready some1vha t familiar vri th baseball, the 
basic differences betw·een it and softball are summarized as 
foll mvs:ll 
l. Distances bet\veen the bases a re shorter in softball. 
2. :rhe softball pitching distance is s horter. 
3. In softball, the pitcher must use an underhand mo'tion 
when delivering the ball. 
4. A softball is larg er than a baseball. 
5. 'l'he softpall bat i s smaller i n both circumference and 
length. 
6. In softball, the baserunner must remain on his base 
until the ball has left the pitcher's hand in deliv-
ering the ball to the batter. 
1/Seaton, D. c. and others , Physical Education Handbook, 
2rentice-Hall Inc., Ne1<r Yor k , second edition, 1954, p. 147. 
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Like all sports, softball is made up of many fundaments~ 
skllls. 1l'he success of a team depends upon the mastery of 
t hese skills , superior timing and coordination, plus a high 
de<§;ree of cooperation v-ri th teammates. 
Closely related to these skills , etc. is good sportsman-
ship . Unfortunately, the "rhubarb", or razzing of umpires 
and players , seems to have become a part of the game. Cer-
taj.nly it ha s no pl a ce in any sport, and l earning to play the 
game may gr adually help in the process of spectator education. 
DIG-:£8 '11 O:E' RULBS : 
1. The diamond. 
a. 111 h e diamond has 60 foot baselines and f or girls, 
a pitching distance of 38 feet. 
2. The game. 
a . Seven innings , in which each team has a turn at 
bat, makes up an official game. ~ or younger 
players, occasionally five innings are played. 
3. Pitching . 
a . 'l1he pitcher must start l'fi th both feet on the 
pitcher ' s plate , the ball held in both hands 
before begim1ing her \'lind up. 
b. The deli very must be accomplished v.ri th an under-
hand motion. 
c. 1fhe pitcher is allov;ed to take only one forward 
step before releasing the ball. 
4. Batting. 
a. The batter is out if: 
(1) three strikes are made or ca~1ed. 
(2) a fly ball, fair or foul, is caught before 
it touches the ground . 
(3) a foul tip occurs on the third strike. 
(4) she bunts foul on the third stike. 
(5) she is ~it by her own batted ball in fair 
territory before it is played by a fielder. 
5. Base running . 
a. A batter becomes a baserunner when : 
(1) she hit s a fair ball. 
(2) four balls are called on her. 
(3) she is hit by a pitched ball, unless she 
does not try to avoid it. 
129 
(4) if the third strike is dropped with first 
base unoccupied or two outs. 
b. A baserunner must touch each base as she advances 
around the diamond. If she does not, she is out. 
c. A runner may over-run first base without being 
put out. 
d. If a runner is offbase when a fly ball is caught, 
she must return and touch the base, before the 
ball is sent to the base she has left. After 
tagging up she may then advance w·i th the liability 
of being put out. 
e. A baserunner is out if: 
(1) she is tagged with the ball before reaching 
base. 
(2) a baseman with the ball steps on the base 
before she gets there, either at first base 
or on a force play . 
(3) she runs past a preceding runner. 
( 4) she runs more than 3 feet vlide of the base-
line to avoid being tagged. 
(5) she leaves the base before the ball leaves 
the pitcher's hand. 
(6) she fails to touch each base when advancing 
around the diamond. 
(7) she is struck by a batted ball before it is 
touched by a fielder. 
f. A run coming in on the third out does not count. 
6. Fielding. 
a. .A fly ball must be securely held by the fielder 
catching it in order to put the batter out. 
b. A fielder may not block the baseline in front of 
TERMINOLOGY: 
a runner unless actually fielding the ball. Such 
interference vlill make the runner safe at the base. 
1. Assist - credited to the player who handles the 
ball and delivers it to the teammate who 
actually makes the out. 
2. Bas e hit - a hit in which the runner could not have 
been put out by any fielding play, nor is 
any preceding runner forced out by the 
play. 
3. Ball 
4. Battery 
5. Batting 
average 
6. Double 
7. Double 
play 
8. Error 
9. Fair ball 
10. Fielder ' s 
choice 
11 . li1oul tip 
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- a legally pitched ball which fails to 
enter the strike zone and is not swung 
on by the batter . 
- the pitcher and catcher. 
the number of hits divided by t he number 
- of times at bat. 
- a two base hit. 
in which two outs are made during one 
- play. 
- a mispl ay which allows a ba.serunner to 
advanc e '~rhen but for the misplay , she 
would have been put out. 
- a hit ball landing between the first and 
third baselines or their extensions. 
\-Then a fielder elects to retire another 
- baserunner instead of the batter. 
- a batted bal l that goes strai ght back i nto 
the catcher ' s mitt . 
12 . E1oul ball - a batted ball that goes t o t he right of 
the first base line or to t he left of the 
third baseline. 
13 . 
14. 
15. 
16. 
17. 
18. 
19. 
20. 
:B"Ungo 
hitting 
Home rnn 
Hot 
corner 
Complete 
i rmi ng 
Keystone 
sack 
Passed 
ball 
Put-out 
Single 
tossing the bal l up to one ' s self and 
- hitt i ng it out to the fielders. 
- a ball hit in such a position that it can-
not be fielded until the bat ter has cir-
cled the bases. 
- third base. 
in which each team has a turn at ba~ , each 
- t urn ending '\V'hen three outs have been ma de. 
second base. 
a pitched ball which the catcher fails to 
- control and which has not been batted . 
- the end of a player ' s turn a t bat or mf a 
runner ' s safety while running the bases . 
- a . one base hit. 
21 . Sacrifice - advancing the runner with the chance that 
the batter will be out a t firs t base ; 
usually a bunted ball. 
22. Southpaw - a left- handed player. 
23. Strike 
24. Texas 
leaguer 
25. Time at 
bat 
26. Triple 
27. \.alk 
28 . ' ild 
pitch 
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- a pitched ball struck at but miss ed by 
the batter, or one which passes over 
home plate between the batter's armpits 
and knees which she fails to strike at. 
a short, looped hit which drops safely 
y just behind the infielders and in front 
of the outfielders. 
-a batter's term at the plate. She is not 
officially credited with a time at bat if 
she reaches first base by reason of a 
\·mlk, or catcher interference, or if she 
makes a sacrifice hit. 
- a t hree base hit. 
- a base on balls; given for four pitches 
that are outside the strike zone before 
three strikes are made. 
a legally delivered pitch so hi gh, low or 
- wide of the plate that the catcher cannot 
possibly control it. 
TI PS ON :POSI·:r iON PLAY J1J~1) ST A'rEGY : 
Although the softball field is larg e and the players some-
v·lhat scatt ered, each person is responsible for a definite ac-
tion on nearly every play. A hit or thro1~ ball may be said 
to have t wo receivers, f or each receiver should be backed up 
by another player. For example, on a thro11T from the center 
fielder to first base 1vi th third base unoccupied, the catcher 
will run out and back up the first baseman, ready to field t he 
ball if the throvl is wide of the bag . 
V•hile the game consists of a series of r ather isolated 
pl ays with f requent pauses, it demands the undivided attention 
of each player every moment. Each fielder should at all times 
know (1) the score, (2) the inning , ( 3) the number of outs, 
( 4) the count on the batter and ( 5) vlhich bases are occupied. 
Fielders s hould analyze the strengths of the opposing batt ers 
and place thems elves accordingly, with a plan of action in 
mind if t he ball comes to a given position. .Advance mental 
prepar:::,tion for play i s definitely to a team's advantage. 
The only players on the team tha t actually handle the ball 
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often during a game are the pitcher and catcher. On the 
shoulders of the pitcher r ests the responsibility for send-
in§: the ball through the strike zone, yet not well eno~h to 
perrni t a solid hit. She should be able to throv1 to t he 
co:rners of the strike zone instead of s endi ng "fat pitches" 
down the middle for home run bait. A variety of pitches is 
needed - fast, slow, curves and slants - to confuse the bat-
ter. 'rhe pitcher must also be able to field well , f or she is 
closest to the batter. Pitching demands so much practice that 
pitchers are not often good batters, but she should be able 
to hit fairly well . 
The catcher is the only infielder who can see all of the 
infield action a t once, and ca11. therefore be a gr eat hel p in 
directing pla3r. She must wear additional body protection to 
protect her from the bat and uncontrolled hit or pitched balls. 
I1er enthusiasm can be contagious and she can help keep up the 
morale of the pitcher by occasional brief conversations and 
by pepping up the "chatter" of the infielders, the encourag-
ing game-talk. The catcher needs a good throwing a r m to pick 
off runners trying to steal second base. She also needs cour-
ag e to stay as close to t he plate as possible while the batter 
svlings . 1rhe unconscious blinking during a swing may cause 
the expens ive dropped third strike or missed foul tip. 
The infielders need a l ar ge share of courage also to catch 
hard- hit balls. Good fielding must be follm'led by fast accur-
ate throws to the bases. Infielders analyze the batters and 
shift their positions accordingly. On long hits, the infield-
ers must run part way into the outfield to relay the ball in 
to a bas eman, for few girls have the throwing arm necessary 
for accurate throws from long distances. 
The outfielders have exacting demands placed on them and 
are not the positions for the poorest players on the tea~ as 
many beginners may imagine. They must accurately judge hard 
hit ground and fly balls, have enough s peed to play balls hit 
to the outer limits of their positio:ns and back up their team-
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mates. The outfielder must have a good throwing arm to get 
the ball into the infield and prevent runners from taking 
additional bases. They, too, must analyze the batters and 
adjust their positions, as well as being able to hold their 
own at the plate v.rhen . batting. 
The team at bat relys ,: .. on :: the individual skills of batting, 
baserunning and stealing bases. A batter must perfect her 
timing and have a good mental picture of the strike zone to 
allow her to distinguish between strikes and balls. 
A baserunner must be continually alert and know what to do 
on each hit. There are several set plays which may be used 
under varying conditions in the field and each player must 
become familiar with them. None of these plays will be use-
ful , however, unless the players have mastered the fundamental 
skills. 
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Laboratory Phase 
Core Activities: 
This portion of the unit is devoted to drills and game 
adaptations that may be used to teach the specific skills as 
given in the delimitation. 
The diagrams used in presenting the suggested drills apply 
only to one squad, it being assumed that each class will be 
divided into several such groups . The symbols below are used 
to denote the progress of the players and the ball. 
X or 0 = player; ~=path of player; ----~ = path of ball, 
thrown or batted. 
A. Skill drills. 
1. Catching . 
a. Use . 
(1) Fielding a batted or thrown ball. 
b. Drills. 
(1) The techniques of catching should be included 
and stressed in all early throwing and bat-
ting drills. 
(2) Double columns opposite or small groups . ~hrow 
a ball back and forth in t he various ways in 
which it may be thrown or hit - flies, ground-
ers, line drives, etc. Practice the proper 
fielding techniques needed for each. Throw 
balls easily a t first until the players are 
familiar with the different techniques. Grad-
ually increase the speed of the ball. 
(3) Fungo hitting. Players scattered over the 
field. Leader fungo hits flies, grounders, 
etc. for fielding practice. Combine fielding 
vli th quick, accurate throws to a base. 
(4) Compet i tive r elay. Shuttle formation. Two 
opposite columns make one team. Throw balls 
across open space and sit down at the end of 
t he line . First team to finish wins. 
c. Progression. 
(l) Demonstrate and explain each type of fielding 
technique as it is introduced. 
(2) Catch ball thrown above the waist . 
(3) Catch balls thrown below the waist. 
(4) Catch flies and grounders. 
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(5) Catch balls thrown to the left, right and 
overhead. 
(6) Catch various types of batted balls. 
(7) Combine catches with a quick throw to base. 
d. Tips on fielding. 
(1) Keep the fingers curved and partially relaxed 
to prevent rebounds from stiff fingers. 
(2) Catch the ball away from the body and let the 
arms "give" to absorb the shock of contact. 
(3) As soon as the ball is hit, get in line with 
it. 
(4) Charge in on grounders; don't wait for them 
to come to you. 
(5) Fielding in a forward stride position enables 
you to come up immediately into throwing 
position. 
(6) Keep the eyes on the ball until it is i n the 
glove. It may take a bad hop. 
(7) Don't "back-pedal" for a fly dropping in back 
of you. Estimate its landing point, turn and 
run to that spot, turn again, s hift position 
if necessary, get set and catch. 
2. Thrm-ring. 
a. Use. 
(1) The overhand throw is used for long t hrows. 
(2) The snap is used by infielders when a short 
auick thr0\'1 is needed. It is often used by 
catchers for a quick thr0\'1 to prevent a stolen 
base. 
(3) The underhand whip is used when a grounder is 
fielded and there is no time to straighten up 
and throw. An example vwuld be in fielding a 
bunt. 
b. Drills. 
(1) Double columns facing. Throw· acros s open 
space. 
(2) Shuttle formation, firs t player in each line 
stands on or near a base. As each player 
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catches the ball, she must tag the base 
before throwing . Stress accuracy of t hrows 
and the ta.g- up. 
(3) Columns behind each base on regulation .dia-
mond. As in preceding drill, each player 
must tag up before thro·wing . After the 
thrmv, the player goes to t he end of the 
line . Keep t his drill moving r apidly; chang e 
the direction of throws frequently. 
1-
~ 
~ 
liC ( 4) Infield fielding and throwin·- drill . Pl ayers 
i n regular infield positions . Leaci er fungo 
hits f rom home plate. For ea ch hit , s he calls 
out a specific imagi nary situation a s "bases 
empty, no outs" or "Girl on third, one out ". 
The ball is fielded and thrown to t he proper 
base. Stress accuracy in fielding and throw-
ing , as v1ell as backing up each hit and t hrow. 
( 5) Target practice.. Use an old archery targ et 
facing or similar target on a v.rall. Score as 
in archery. Throws can be from stationary 
positions or the leader may roll the ball in 
to be fielded and thrown. 
c. Progression. 
(1) Demonstrate and explain each type of throw as 
introduced. 
(2) Practice the arm action without the ball. 
( 3) Throvr from a stationary position. 
( 4) Field and throw. 
(5) Teach the overhand throw·, then the snap. 
d. Tips on throwing . 
(1) A slow war mup cannot be overemphasized. ~ us­
cular injury or strain may last an entire 
season if hard throws are started i mmediately. 
Throvi easily at short distances daily, grad-
ually increasing the speed and distance. Do 
not hurry. 
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(2) Let your body weight help you t hrow. Keep 
the body fl exible, use the shoulder and back 
muscles. ~ransfer the weight to the forward 
foot g§ you throw. · 
( 3 ) The shortest dis tance between two points is a 
straight line. Throw that 1vay - no high, 
lobbed balls. 
(4) Keep the elbow of the t hrowing arm out away 
f rom the body as the arm comes forward . 
3. Pitching. 
a . Use. 
(1) To deliver the ball to the batter. 
(2) The underhand toss may be used by an inf i eld-
er who fields a ground ball and tosses to a 
nearby base, never more than a few feet. 
b. Drills. 
(1) Tar get practice. Construct a target on the 
wall, 17 inches wide by 36. i nches high , the 
bottom edge 20 inches from the floor. Use 
regulation pitching di s t ance. Score the 
number of pitches needed to make three 
strikes which hit '\-Ti thin the target area . 
By blocking off the interior \vi th any ar-
rangement of lines , additional accuracy may 
be stressed by requiri ng pitches to specific 
sections. 
4 2. 4 
. 3 1 3 
4 2. 4-
.,__ 17''---+ 
(2) Outdoor target practice. A device similar 
to the previously described wall target may 
be constructed of a metal frame inserted i nto 
a securely anchored pipe base as shown in the 
accompanying diagram. The interior may be 
sectioned off with wire . A similar structure, 
but less precise, may be made of ropes strung 
between t wo posts, also shown. Use of these 
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devices for outdoor pitching practice, 
enables the pitcher to visualize the strike 
zone in its relation to the catcher. I t 
should allvays be mentioned in target prac-
tice that the strike zone will vary slightly 
with the heights of the batters • 
.. 
-11-
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(3) Practice pitching to a. catcher behind home 
plate , but with no batter. Have a student 
umpire call the balls and strikes. The 
catcher can help the pitcher a great deal 
by placing her mitt as a target. In game 
play , ho·wever, this may be a "giveavTay" as 
to the pitcher's intentions. 
c. Progression. 
(1 ) ~emonstrate and explain the pitching rule 
and procedure. 
(2) Practice body and arm motions without the 
ball. 
(3) Practice in pairs or small squads using the 
ball. Concentrate on the basic motions. 
(4) Target practice. 
(5) Perfect a straight, fast ball before attempt-
ing curves, drops and slants. 
(6) Practice, practice, practice! 
d. Tips on pitching. 
(1) Control means being able to place the ball 
in any desired section of the strike zone, 
not just the middle. 
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(2) Analyze your batter , and ,itch according to 
her grip, stance, kind of swing , etc. Every 
batter has a weakness . 
(3) Learn to conceal the type of pitch you will 
t hrow. 
(4) Be alert. There are times when it is wiser 
to walk a batter and set up a double play . 
(5) After the pitch, be ready to field the ball 
or cover a base. 
( 6) Don 't hurry your pitches. Take 1t1hat time you 
are allowed without delaying the game. 
4. Batting. 
a. Use. 
(1) One of the most important single skills in 
softball; an offensive skill. 
(2) The bunt is used as a sacrifice hit to advance 
the runner or as a surprise type of hit. 
b. Drills. 
(1) Practice the swings and hit easily tossed 
balls. Gradually increase the speed of the 
pitched ball as well as the bat. 
(2) Fungo hitting . Batter tosses ball to self 
and hits to scattered fielders. Rotate play-
ers. Good practice for keeping the eye on 
the ball and place hitting . 
(3) Batting tee. This device is used to supple-
ment hitting pitched balls, but serves as a 
good beginning drill, especially when few 
good pitchers are available . Tees may be 
purchased from sporting goods companies or 
made in a school shop. Each tee consists of 
a home plate with a hollow, adjustable rubber 
tube extending upward from the center of the 
plate. For i ndoor use, a similar tee may be 
made by slipping a section of garden hose 
over the handle of a plumber's plunger. 
fJAll---lL~ 
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The use of the batting tee speeds up prac-
tice and gives more play to the fielders. 
Hith this device it is easier to analyze 
techniques and teach place hitting . Ho·w-
ever, the game is played with a pitched ball, 
so t he tee should serve only as a supple-
mentary device. 
(4) Bunt ing practice. Rotate players a t the 
plate, e2.ch taking 5 or 6 bunt s down 1st or 
3rd base lines. For additional fielding 
practice, have runners on the bases, use the 
bunt as a sacrifice hit w·hile the fielders 
try for a double play. 
(5) Indoor bunting practice. Play a regula tion 
softball game, allowing only the bunt to b e 
used. 
c. Progression. 
(1) Demonstrate and explain batt ing and bunting 
techniques as each is introduced. 
( 2) Practice swings or bunt procedure. No ball. 
(3) Stand in the batter's box and watch several 
pitched balls. Tr y to pick out t he strikes. 
(4) Hit easily pitched balls. Gradually increase 
the speed of the ball. 
(5) Hit and run to f i rst. 
(6) Bunt and run to first. 
(7) Pl ace hitting . 
d. Ti ps on batting. 
(1) Keep your eye on t he ball. 
(2) use a level swing r at her than a choplJing or 
golf motion. 
( 3 ) Keep the right elboi·l away from t he bo dy so 
the bat v1ill remain high. The bat i sn 't 
heavy, keep it off your shoulder. 
(4) Don't throw the bat after the hit. 
(5) A common error is to step away from the ball. 
Step toward it and get the body weight into 
the S"\oling . 
(6) Don 't roll t he wrists over to " fan" the ball. 
(7) Take the same starting position for each 
pitched ball, without giving avlay any inten-
tion to bunt, place hit , etc. 
(8) For fast balls, stay farther back in the 
batter's box to allow :for more time. 
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( 9) Practice quick starts to first follmving a 
hit. 
(10) .Run out every hit even though it looks like 
a sure foul. It may take a funny hop . 
5. Tips on tagging . 
b. 
c. 
d. 
e. 
The runner must alvmys be t agged vli th the ball 
except on a force play or caught fly ball. 
Catch the . ball and tag the runner with one smooth 
motion. 
Hold the ball loi•T and firmly; let the runner tag 
herself instead of jabbing the ball at her. 
Eeep out of the base path if possible. St raddle 
the bag and hold the ball toward the runner lvhere 
she vTill have to run into it. 
For a force-out, put one toe on the corner of the 
bag and stretch in the direction from which the 
ball is coming . Be alert for a possible double 
play. 
6. Tips on backing up. 
a. :;Jhen backing up another player, stand 10 to 15 
feet behind her, ready for play if she misses the 
ball. 
b. Every fielder of a hit or thro~~ ball should be 
backed up by another player. 
c. On a run-down between bases, the fielders near-
est the runner should be backed up by other play-
ers covering the bases. 
d. Every player has definite duties for backing up, 
depending upon the positions of the runners and 
the ball. Learn these duties so that they will 
become automatic. 
1. Tips on ba serunning. 
a. As a batter, watch carefully to see if the catcher 
drops the third strike if first base is not occu-
pied. 
b. When running to first base, run at top speed until 
after the base has been touched. 
c. Run out every hit. Fielders do mak e errors. 
d. If trying for extra bases, swing 6 to 8 feet wide 
of the base path when about 10 or 15 feet from 
............ ----------------~~-----------
the bag . Touch the inside corner of the base 
with the left foot, using it as a pivot for 
turning to the next base. 
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e. As the pitcher releases the ball, t a~e a 10 to 
12 foot lead off the base. Do t his wit~ every 
pitch, ready to either run on or return to base. 
Stay awake. 
f. Practice timed sprints to first base, starting 
with a swing at an imaginary ball in the batt er ' s 
box. 
B. 
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Adauted Games. 
1 ... Tee ·softball. 1/ 
2. 
Equipment: Batting tee, bat, softball. 
Players: Regular players and position. Players 
rotate at batting according to numbers 
given the position in scoring , pitcher 
- 1, catcher - 2, etc. Each time a team 
takes the field, t hey rotate one position 
to give varied types of experience. 
Game: Bach batter hit s the ball from the bat-
ting tee. 
The batter if out if she: 
a. misses the ball. 
b. hits a foul ball. 
c. hits a fly ball that is caught. 
d. throws the bat after hitting . 
For a fair hit ball, the batter runs the 
bases as in softball. A runner may not 
run to another base until the next batter 
has hit the ball. There are no stolen 
bases unless a runner is definitely played 
on by the team in the field. 
Scoring : As in regular softball. 
Variations: a. Use a volleyball when the grune is 
played indoors. 
b. Instead of regular scoring, give 1 
point for each base that the runner 
reaches before the ball does. 
Iviultiule-Team Softball. 2/ 
"" 
Teams: \'l'hen there are twelve players in the group, 
they are divided into four teams with 
three players on each. Team 1~. goes up to 
bat; 'ream B plays pitcher, catcher and 
shortstop; Team C covers the bases; and 
Team D is in the outfield. Team 1 bats 
and scores runs as in regulation softball. 
After three out s , Team .A replaces Team D; 
Team D replaces Team C; Team C takes pit-
cher, catcher and shortstop positions; and 
Team B is at bat. Rotate after each 
team's turn at bat. 
i/Journal of Health, Physical Education and Recreation, Vol. 
26, No. 3. PP• 63-64. 
£/Ibid, p. 64. 
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:B'or more than_ t-v1el ve players, make a 
different number of players on each team, 
assigning extra team members to roving 
fielder, umpire, base umpire, etc. Jviay 
also be used for large classes. 
3. Baserunning . 
4. 
Equipment: Bat, softball, batt i ng tee, stopwatch. 
Competitive Have each player swing at an imaginary 
drill: ball from within the batter's box, drop 
the bat and s print to first. Check time 
on a stopwatch. 
Vari ations: a. Hit a be,ll from the tee. No attempt 
is made to put the runner out. 
b. Hi t a pitched ball. 
c. Circle all the bases. 
Beatball (indoor or outdoor). 
Equipment: Volleyball, softball diamond. 
Teams: Regula tion softball teams , or more if 
desired. 
Game : The pitcher throws the ball so tha t it 
crosses home plate after one bounce. The 
batter hits the ball with her fist and 
circles all of t he bases without stopping . 
Scoring : 
The batter is out if the ball can be 
f ielded and thrown to first ba se, s econd, 
third and home in that order, before t h e 
batter has circled the bases. The field-
ers play the ball and not the runner. 
Strikeouts and caught flies are omitted 
as put-out plays. 
One run for each time the batter b eats 
the ball around the bases. 
5. Buntball. 
Game: Regulation except t hat only the bunt may 
be used in hitting t he ball. 
c. Optional related activities. 
1. Bulletin board activities . 
a . NSG\S softball technique chart. 
b. Charts of pupil progress in l ear ni ng skills, 
batting and fielding averages, etc. 
c. H.esul t s of skill and k.nov1ledge t ests . 
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d. Articles and pictures about s oftball from current 
periodicals. 
e. Daily or v.eekly standings of major league baseball 
teams; l eague leader s i n runs batted in, home runs, 
batting averages. 
2. Nagnetic board. 
a. The magnetic board is more useful than a black-
board in setting up myt hical situations and 
diagraming player reactions . r•iagnetized blocks 
or f i gurines may be moved at 1'/ill . 
3. The instructor compiles a series of cards, ea ch having 
several questions about softball, i ts history , rules, 
etc., as well as the reference to where it may be 
f ound . A s tudent must write out the answers to t hese 
questions during the class period if she i s unable to 
particip2.te in the class , i s maki ng up a class or is 
separa.ted from the group for disciplinary reasons. 
Each card i s numbered and t he instructor keeps a 
r ecord as each i s used to prevent r epetition . 
4. For clas sroom work, cards may be passed ar ound , each 
having a ques tion on s oftball rules , and the location 
of the answer in the rulebook . Each student reads 
her question before the group , and answer s it. If the 
answer is wrong or i n doubt, she looks it up and 
s t ates the correction. Di s cussion may f oll0'\'1 . Thi s 
technique is especially useful in t rai ning girls f or 
offi ciating . 
5. Prepare a short lecture on baseball or s oftball -
history , famous pl ayers, recent rules changes, etc . 
6. c-rave the student s see a. major league baseball game, 
ei ther l ive or on television . Keep the group together 
for occasional brief di scussions or comments on strat-
egy or techni ques a s t he game progresses. The students 
could prepare short oral r eports to give to class mem-
bers unable t o a ttend. 
7. After sufficient preparation, have a s tudent teach one 
or t wo skills to a beginning group. 
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8. Learn to score a game using the off icial system. 
9. Assist in scoring or umpiring in class. 
J_O. Umpire or score an intramural game. 
Distance Throw.ll 
Equipment: 
Evaluation Phase 
Skill Tests 
Several regulation softballs. 
Field marked as shown in diagram. 
Fi eld: 
14.7 
Draw lines 5 yards apart a.nd parallel to one another as 
shown in the diagram. 
The player stands behind the first line and thro1.;rs the 
ball as far down the field as possible with an overhand or 
sidearm throw. She is limited to one step 1vhich must be taken 
behind, not over, the starting line. Three throws constitute 
one trial and only the best throw is measured and recorded. 
Three trials, or nine throws are permitted. 
Scoring: 
Ivieasure the distance in feet from the starting line to the 
spot where the ball first touches the ground . The best of the 
three recorded throws is the player ' s score. T-scales are 
given in the source text. The authors state that this is the 
bes t single test yet devised for measuring softball playing 
ability. 
1/Scott, 1':1 . Gladys and Esther }'rench, Evaluation in Physical 
l!.duca.tion, C. V. lVlosby Co., S~. Louis , 1950, pp. 114-115. 
.·. : 
SOFTBALL SKI LL TESTS 
DISTANCE THROW 
NAME Tl T2 T3 BEST T-SCORE THROW 
SOFTBALL 
TEST I 
PART ONE : CQIIIPLETION 
Directions: In the space provided on your answer sheet, 
write the answers to the following questions. 
No long answers are needed. 
1. In what country was baseball first played? 
2. \\!hen and by whom was baseball invented? 
3. Vfhat and 'vhere is the Baseball Hall of Fame'? 
4. How many players are on a softball tea.m? 
5. 'rlhat is the "battery"? 
6. How long is a complete inning? 
?. Give t wo ways in which softball is different from baseball. 
8. Give t wo ways in which a batter becomes a baserunner. 
9. What type of throw is most commonly used by the fielders'? 
10. Which positions make up the infield? 
PART IJ.'\'10: NULTIPLI<; CHOICE 
Directions: In the space provided on the answer sheet, print 
t he letter of the phrase which best answers the 
question or completes the sentence. 
11. A 
a. 
b. 
c. 
d. 
e. 
12. An 
a. 
b. 
c. 
batter is out if she -
is hit by a pitched ball. 
hits four foul balls. 
leaves the batter's box before the pitcher takes her 
position. 
d.rops her bat. 
hits a foul fly that is caught. 
offi cial softball game consists of -
5 innings. 
6 innings. 
7 innings. 
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d. 8 innings. 
e. 9 innings. 
13. Hhat type of hit is used as a sacrifice? 
a. Infield fly. 
b. Bunt. 
c. Long outfield hit. 
d. Infield grounder. 
e. Texas leaguer. 
14. Which of the following is incorrect in batting? 
a. Keep the shoulders level. 
b. Step into the ball. 
c. Run out every hit. 
d. Take the same starting position for each pitch. 
e. Face the pitcher squarely. 
15. What is the proper method of tagging a rurmer? 
a. Stand between the runner and the base. 
b. Let the runner tag herself by coming into the ball. 
c. Hold the ball high. 
d. Stand directly on the base, blocking the runner's 
path. 
e. Stay on the opposide side of the base from the 
runner to avoid collision. 
16. A baserunner is out if she -
a. leads off before the ball leaves the pitcher's hands. 
b. is struck by a pitched ball. 
c. is hit by a batted ball that has been fumbled by a 
baseman. 
d. runs into a baseman who is on the bas e line but not 
playing the ball. 
e. is forced by the batter receiving a base on balls. 
17. If the shortstop fields a ground ball and t hrows it to 
the lst baseman for an out, the shortstop is credited 
with-
a. a double play. 
b. a shutout. 
c. a putput. 
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d. an ass ist. 
e. a fielder's choice. 
18. Third base is sometimes referred to as the -
a. dish. 
b. box. 
c. mound. 
d. keystone sack. 
e. hot corner. 
19. Tossing the ball up to one's self and hitting it i s called-
a. drag hitting . 
b. place hitting . 
c. fungo hitting . 
d. hitt ing the long ball. 
e. f anni ng . 
20. A hit which enables the batter to run around all of the 
bases safely i s c alled a -
a . home run. 
b. triple. 
c. grand slam. 
d. pinch hit. 
e. line drive. 
P .AR'r THREE : NATCHD G 
:Cirections: In column A are words with whi ch you should be 
famili ar. In column B are phrases which i dentify, 
define or describe the words in column A. In the 
space provided on your answer sheet, print the 
letter of t h e phrase in column B which i s most 
closely associated with each word in column A. 
volumn A Column B 
21. shortstop 
22. sacrifice 
23. f air ball 
24. foul tip 
25. force play 
A. backs up lst base 
B. bet-v1een the lst and 3rd ba selines 
C. runner on first, batter hits to 
shortstop 
D. a fly into foul ground 
E. may cover 2nd or 3rd base 
E. runner on 1st, batter walks 
G. a long fly ball 
H. if it is dropp ed, the batter may 
try for 1st base 
I. an intentional out a t 1st base 
allowing a run to score 
SOFTBi!..LL 
TEST I 
iu1 S\f8R KEY 
PART ONE : CGriLPLETION 
1. United States. 
2. 1839, Abner Doubleday. 
3 . Cooperstovm, N. Y.; relics of the game, famous players, 
etc. 
4. Nine. 
5. Pitcher and catcher. 
6. Each team. has a turn at bat, turn l asts until 3 outs made. 
1. Choose t wo- smaller bat, l ar ger ball, shorter base lines 
and pitching distance, underhand pitch - all in softball. 
8. Choose two - fair hit , walk, hit by pitched ball, dropped 
3rd strike with first vacant. 
9. Overhand. 
10 . Pitcher, catcher, lst, 2nd, 3rd, shortstop. 
PART T1;JO : NULTI PLE CHO I CE P .Ai.T THREE : IVINI·CHI NG 
11. E 21. E 
12. c 22. I 
13. B 23. B 
14. E 24. H 
15. B 25. c 
16. A 
17. D 
18. E 
19. c 
20. A 
152 
PART ONE: CONPLETION 
SOFTBALL 
TEST II 
Directions: In the space provided on your answer sheet , write 
the answers t9 the following questions . No long 
answers are needed. 
1. Name one outstanding difference betvieen softball and 
baseball . 
2. What is the official pitching distance for girls' softball? 
3 . What is the pitching rule wi th r eference to position? 
4 . vihat is a balk? 
5. ifhat is an illegally batted ball? 
6. \·Jhat is the difference between a.11. infield foul ball and 
an outfield foul ball? 
7. Vlhy is a bunt rarely, if ever, used on a 3 and 2 count? 
8 . As a runner comes into second base , the shortstop puts one 
f oot on the bag and s tretches to receive a throw from the 
lst baseman. \vhich player , shortstop or runner, must 
avoid hitting the other? 
9. Defend your answer in number 8 . 
10. What is the Box Score? 
PAR:r T'V,TO : r1IULTIPLE CHOICE 
Directions: In the space provided on t he answer sheet, print 
the letter of the phrase which best answers the 
question or completes the sentence. 
11 . i!Jhen a batter has been put out, her entry in the score book 
reads 5 - 3 . ·rhis means that the ball v1as fielded by -
a . shortstop to 1st for the out. 
b. shortstop to 2nd f or the out . 
c. 2nd to lst for the out. 
d. 3rd to 1st for the out. 
e. 3rd to 2nd for the out. 
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12 . Vihich of the following i s an illegal pitch? 
a. The pitcher accidently drops the ball and it rolls 
acros s t he plate. 
b. The pitcher takes one step , releases the ball and 
takes another step . 
c . ·rhe catcher is out of position \·Then the pitcher 
delivers the ball. 
d. The pitcher holds the ball 15 seconds on the pitcher ' s 
plate. 
e. 'l'he pitcher delivers ball v1hich strikes home plate. 
13. After Jones has batted , Smi th is up . However, Brown bats 
instead of waiting to follow Smith . Brovm geta a single 
before the error i s discovered. T~lhat happens? 
a . Brown is out ; Jones remains on 2nd . 
b . Brown is out ; Jones returns to 1st . 
c. Smith bats after Br.own . 
d . Brovm is recalled ; Jones r et urns to 1st ; Smith bats. 
e . Smith is out ; J ones ret urns to 1st ; Brown bats . 
14. Jones is on 1st; Smith hit s a hard grounder to 3rd. The 
3rd baseman throws to second for the out. The 2nd baseman 
throws to the 1st bas eman who drops t he ball and Smith is 
safe . Hmv will the scorebook read? 
a. Jones , 
b. Jones , 
c. Jones , 
d. Jones , 
6- 4 ; 
5-4 ; 
5-4; 
5-4; 
Smit h 4- 3 . 
Smith , E3. 
Smith , X. 
Smith, E4. 
e . Jones , 6- 4 ; Smith ,El. 
15. Black is on 1st base ; ·vlhite bunts . In thrm·ling to 2nd , 
the pitcher overthrows into cent er field . i'ihat happens? 
a. The runners may take as many bases as possible with 
the liability of being put out . 
b . The runners may advanc e one extra base , i f poss ible. 
c . The runners must hold their bases. 
d . Black may try for 3rd , but White must remain on lst . 
e . Bl ack may take 3rd without being put out , but vlhi te 
must ma~e 2nd or stay on lst . 
16. In S"tvinging at a ball , the batter hits the catcher ' s mi t t 
which was held too high . Vlhat is the ruling? 
a . A strike is called . 
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·b. A ball is called. 
c. The batter is out. 
d . The batter may take 1st base. 
e. The catcher is removed f'rom. the game. 
17. A baserunner must return to her base with the liability 
of being put put -
a. on an illegally batted ball. 
b. on a dead ball. 
c. on a caught fly ball. 
d. when she passes another runner. 
e. if she leads off' before the ball leaves the pitcher ' s 
hand. 
18. A batter is not out if she -
a. hits a fair ball which is caught before it touches 
the ground. 
b. is touched with the ball before reaching 1st. 
c. is touched with the ball having overrun 1st. 
d. is touched by her own batted ball before it is played 
by a fielder. 
e. runs outside of the 3 foot line to reach 1st. 
19. A runner is trying for 3rd on a long hit. In relaying the 
ball to 3rd, the shortstop misses her target. ~Iany of the 
runner's teammates are gathered near the base, confusing 
the shortstop. \'!hat is the result? 
a. The runner must return to 2nd. 
b. The runner is safe. 
c. The runner is safe; the teammates are removed from the 
game. 
d. The runner may try for home plate. 
e. The runner is out. 
20. In running a player dovm between the bases, the pitcher, 
shortstop, 2nd and 3rd basemen each handle the ball twice. 
The 2nd baseman actually makes the out. Who is credit ed 
vTi th an assist'? 
a. All four players. 
b. The 3rd ba seman. 
c. 3rd and 2nd basemen. 
d. The 2nd baseman. 
e. All except the 2nd baseman. 
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P .AR~~ 'rHRE:ti : l\1ATCHING 
Directions: In column A are words with which you should be 
familiar. In column B are phrases which define , 
identify or describe these words. In the space 
provided on your answer sheet, print the letter 
of the phrase in column B which is most closely 
connected with each word in colmnn A. 
Colunl!l A 
21. infield fly 
22. error 
23. wild pitch 
24. stolen base 
25. double 
Column B 
A. sn overthrO\•r at 1st base 
B. catcher drops the ball 
C. a 2 base hit 
D. may be an automatic hit under 
s ome conditions 
E. fielder's choice 
F . advances before a fair hit is 
made 
G. t\vo outs made on one play 
H. enti tl'ed to l extra base without 
the liability of being put out 
I. runner may advance with the 
liability of being put out 
PART ONE : COI•1PLETION 
SOFTBALL 
TEST II 
.ANS\'!ER KEY 
1. Choose one - baseline, pitching distance, pitching 
motion , no leadoff . 
2. 38 feet - check current rul ebook. 
3 . Ball in both hands, fee t on plate facing catcher, full 
stop . 
4. l! a.l se pitching motion. 
5. One on which the batt er did not have both feet in the box. 
6. Infield foul settles on foul ground; outfield foul lands 
on foul ground . 
7. Foul bunt on 3rd strike puts t he batter out. 
8 . The runner. 
9. .b. ba seman may be in the basepath only if actually field-
ing a ball. 
10. A r ecord of the offensive and defensive performance of 
each player . 
PAR~ ~C\'t! O: r"IULTI PLlt; CHOICE P.AR~' '11-L ;E : J.1' A' I HI ~G 
11. D 21. D 
12. c 22. A 
13. E 23. I 
14 . B 24. F 
15. A 25. c 
16. D 
17. c 
18. c 
19. E 
30. A 
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l~PENDIX 
CLASS ORGANIZATION 
The formations diagrammed below have been used for the 
presentation of skills in t he drills given in the text of 
each unit. The use of any formation is best guided by knowing 
ioThat is to be taught, and which arrangement wou~d be the most 
eff icient in presenting it for practice. 
Single column XXX XX • 
Double columns opposite X X X X X 
VL oo 
Shuttle formation X X X X X ;::===~ 0 0 0 0 0 
Circle formation - with or v1i thout leader in the center 
X 
X X 
X X 
X X 
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STUDY Qu~STION CARD 
The sample card shown here illustrates the optional 
study questions that have been mentioned in each unit as 
one of t he optional related activities. These questions 
may be answered during the reg~ar class period, and if 
desi red, the student may be asked for answers orally as 
well as written. 
SOCCER 
1. A dog runs out on the playing field, chasing the ball 
and tripping the players. Time is called to get the 
dog off the field. To whom is the time-out charged'? 
l954-55. NSGWS Soccer-Speedball 
Guide. Rule 5, Sec. 5 
2. Under what conditions is a defense kick taken? 
1954-55 Guide. Rule 7, Sec. 2 
3. For what offense is a penalty kick awarded? 
1954-55 Guide. Rule 9, Sec. 1 
4. Vlhat is the difference between a drop-kick and a punt? 
1954-55 Guide. Rule 4, Sec. 2 
Cards similar to this, bearing only one question, may 
be used for the classroom quiz sessions, as mentioned for 
another optional activity. Both are good techniques in 
tra:lning officials prior to their \'iNORC examinations. 
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ANSWER SHEET 
PART ONE : COMPLETION 
1. 
2. 
3. 
4. 
5. 
6. 
7. 
8. 
g. 
10. 
PART T\liO: NULTIPLE CHOICE PART THREE: MATCHING 
11. ( ) 21. ( ) 
12. ( ) 22. ( ) 
13. ( ) 23. ( ) 
14. ( ) 24. ( ) 
15. ( ) 25. ( ) 
16. ( ) 
17. ( ) 
18. ( ) 
19. ( ) 
20. ( ) 
